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7 * Preface. 


5 think the Method laid down is ſolf 
for 4: and eaſy, that a Perſon of a very 
common Capacity may quickly learn 
theſe Three Entertaining Games. 


4 1 Et, As to OMR RE, this Game is 
variouſly played, according to the Hu- 


mours ofthe Company, or the Stakes they 


play for; therefore, that the Reader may 


not be ignorant of any part of it, he will 


find it here deſcribed in all its Branches: 


And we have reduced it to Chapters, or 
# Heads, that he may not be puzzled, by 


running from Article to OR, without 
TIO. 


10 n may be objected: 1 hide) we 
enlarge in 22 Places upon kings bat 
1 been touched ore: But it 
muſt be conſidered, "that this Eſlay is 


| 485 wrote in favour of choſe who: have uo No- 


"wy 


but where it has 01 


Lion at all of the GAME; and to theſe, 
we conceive, nothing can be made too 


plain. Beſides, ir will be found, that 
we never ſpeak of a Thing a ſecond time, 
been ſufficiently 


As 


The Dreſs” chk T1 | 


' As 4 thoſe who have already Sis 
Notion of the Game, this eaſy Method. 
will ſoon make them Maſters of i 11. 


I (6) 


ery 
arn 


They who lay it Well, will find the 
 Is| Rules here laid down ſo exact, and with 
u- ſo much Juſtice, as readily to decide 
ey thoſe frequent Diſputes which happen. 
ay about the Laws of the Game. 15 


8: There i is likewiſe: for the Uſe of tears = 
or ners, a Table of all ſuch N as yr _— 
by with Prudence be played. | 


4 * 
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Ss * 1 


But becauſe the Te rms may Wund a 
little barbarous to ſome Ears, and leſt⁵ 
ve the Ignorant ſhould think they are Tes erms e- 
at ¶ of Magick, we have placed them all ian 
it a foparare TIE ww their EXE "2 


is tions, 
9. 


e, Secondly; The Game of PIC QU ET” 
is Taught,” as it is now played. in the 
beſt Companies: The Method is ſo ea- 
ſy, that I think nothing can be adden 
here to — it * 5 | 
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"Thirdly, The Royal Game of CHESS, 
which ſome maintain to be as Old as Troy, 
and that it was invented by the Greciau 
Captains, to divert their tedious Even- 
nings, at the Siege of that Famous 
. It requires Art and Stratagem, 
and agreeably relieves the Mind, When 
wearied with the Fatigue of Buſineſs. 

In the Practice of this Game, a Perſon 
meets with a great many odd Events, 
which give .. the ſame ſort, of agreeable 
Surprize, that we. are moved with at 


1 
x 


the happy Incidents in a Comedy. By 
. 1 the ſhort Accqunt W e have giv en of it, 
any Perſon that once ſees the Men pla- 
ced upon the Board, may learn to play; 
but to be excellent in it; requires a ſuit- 
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11118 thee owes Ho tivendedes” 
the Spaniards, and has in it a 
Q great deal of the Gravny pecu- 

= ar to that Nation. It is called 

r Honbro, which in Spaniſh ſi n- 

fies 1 It was ſo named, as requiring 

Thought and Reflection, Which are Qalities, 

peculiar to Man. To play it well, requites 7 

a great deal of Application; and let a Man . 4A 

be ever fo expert, he will be a pt to fall i into ; 


I 
2 
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Miſtakes, if he thinks of any ching eile is : 
of ps by che Oonyerſation of hole he 4 
on! - 2:0 


NEE Lon PE Quietnefs | ate ab- 


en necefiarys, in _ to PR well, 
1 


DIS, 


2 Te C aten, eee 8 


e the Spectators are diſcreet, they 
will be fatisfied' with the Pleaſure of TI 
ir play d, without diſtracting the 2 
WHrarT I have ſaid, is 22 to perſuade 
any, who have a Mind to learn it, as the 
Pleaſure is 7 ps 45 he mak the con- | 
trary, it. Wi aura the deligful 
andꝰentertai ae of-alt. bo e 
have any king bs in them, of us feng we Call the 
Spirie of Play. - 
Takt are many ways of playing Lon 
nue; it is ſometimes play'd with Force Spa- 
ö dille, or Eſpadille Force 3-lometimes two Per- 
ons, ſometimes three, ſometimes four, and | 
ſometimes five: but -the general way is by 
= three, Of this kind of Play we ſhall treat 
= be; 5. the Teſt e ſhall Explain in weir turns. 
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E ? | * * TTY * * * 4 * * 
1 Of ibe Nanter f Cards. . 


| \H 1 8 Came 3 is 27 1 forty. . 
I You may buy from the Card- makers 
© Packs made up on purpoſe for this Game; 

5 . 77 01 may ke: an intire Pack; 
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beer. ennie | 
4 the Natural Order, of the be 


Card — 1 
Car oy . 


| 'H AT. I call the natural Order of the 
Cards, is, their ſeveral Degrees. when 
they are not Trump. ib 
Tus Term Trump 3 from 2 Corrup- 
tion of the Word Triumph; for wherever, they 
are, they are attended with Cone nqueſt.. 
Or Cards there are two . Red and 
Black ; the two Black are At Clubs. 
| Tus Order of Spades Clubs is the Þþ 
dame as, in other Games, in a nan al De- 1 
feen: King, rei, Knave, sev Fen, Sis, I 
Five, Four, Three, TWO. : A 
Ir is to te obſerved} That the two black 
Aces are not reckoned in their natural Order 3 
of the Cards among their own Suits, becauſe 6 
they are always Agen. re W lan 
hereafter. * 
TE two, Red Colours : are ** and "Dil 
monds, which in their Order are quite con- 
trary, to the Black; but chis Difference 82 i 
ſoon underſtooqd. „ 
"Tae King, Queen, and 1 keep "ck 1 
natural Ranks, but the reſt are quite re- 
vers'd, for the loweſt * ſtill Wins he 
; TD; 
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To comprehend this at one Caſt of an 
Eye, and to ſee e Card's ls turn to 
8 . de Rate 


| Red. 


Obſerve, that there are 
ten Cards in. Red, and 
but nine in Black, by 
reaſon, as we have 
faid before, the Black 

Aces, Which are always 
Prawns, are Seats ro be 
reckon d. 5 


F , fn 5 


1 — 


Y ever e dete oe eh 
x the Order if Cards when ey 


are Trum bo. 


I Tr; is en to edulenitler White was aid 
1 6before, that the two black Aces are al- 
Ways Trumps, let us play in what Colour 
pve Q will: Thus whether Hearts, Diamonds, 
Clubs, or Spades be Trumps, the Ace of 
Spades is always the firſt T' rump, and rhe 
* Ace of Clubs tlie third. 

Iux Ace of Spades is ted Sp pod, o or. 
1 e the Ace . Clubs 2 22 bs | 
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Ir is to be 5 HEL a 1 Co- 
Tour we play, that which is the worſt Card 
in its natural Order, (that is to ſay, when 
it is not Trumps) becomes the ſecond 
Hanf, as the 2 

lay 10 Spades, is the ſecond-beſt. Trump, 
And is called Manille, and che Duce of Clubs, - 
when Clubs are Trumps. 

WAEN we play in Red, the Seven of 
Hearts, or Seven o "Diamonds, i is the ſecond- 
beſt Card; that is to ſay, the Seven of 
Hearts when we play in Hearts,. and the Se- 
ven of Diamonds when we play in Dia- 
monds.; and is likewiſe called Manille. 


SY M Q_o 


nilles upon tlie Cards; that is to ſay, two in 
red, and two in black: | but they are never 
call d Manilles, but when the Suits to which 
they belong are Trumps : as for Example, 
when we play. in Spades, the Duce of. Spades 
is Manille; if in Clubs, the Duce of. Clubs; 
if in Hearts or Diamonds, it muſt. be the. 
. 
TurRx is one Obſervation remains; that 
is, concerning the red. Aces when we play in 
red, we mult take Notice. that they . "1 
their place. | -Y 


— 
3 ” 
4 | 7 4 - 9 Xx , 
- * - ö 4 — 
z OE 
4 . a — 
. _ * - ” 2 
— 4 . * 4 * 
o 4 p - 
4 2 " " 4 
at . - 
8 1 — 
F — . 
» * 
"1 gy" N - 
% 
a 1 N = z 
2 


uce of Spades, when. we 4 


"THERE are, as we have ſhewn, four A-. 
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by this Name ; at any other Time they are 
where they are placed in their Order. 


f, or the Ace of " 
Clubs. b Yo Ap i . | Pun to, the red Ace, 


a — 


5 Pet F 5 * ! t * 2. 2 
5 £ | 1 IVE * 3 1 — SHR =_ Four | 8, 25 


ameſter. 


Taus when we play in Hearts, the Ace 


of Hearts takes place of the King, and is 


che fourth Trump; as likewiſe does the Ace 
of Diamonds when we play in Diamonds ; 


and are call'd Puntos. 


Bui it muſt be rememb' red, that tis only 
when they are Trumps that they are call'd 


only in that Degree that we have placed. 

them in the foregoing Table. 
For the better underſtanding the Nature 

of the Trumps, look at the following Table, 


. 1, Me. 
'Spadille, or the Ace of| Spadille, or the Ace 


Manille, the Duce. Manille, the Seven. a 
Baſto, Ace of Clubs. 


© 4 


r 24 , 
nave Rnave 
Seven . 


e 


Four 0 Five 
r 1 


3 


Tas you may ke by. chis Table, that 


eleven. in- Black. 


How the. Trump i FLY W at: Ombre: 


not made turning up a Card, as at. 
ſome other Games.. 


Bur after the Cards are dealt, ae 


Game, Spadille, the Duce of Spades, (chat 


Spades; you will find upon Examination that 
you have three Matadores and two . 
Which is a very good Game: we will ſup⸗ 
poſe that the other two have no Game at 
all; you are to ask if they play, that is un- 
derſtood; if they play without taking in; 
which we ſhall explain hereafter. They an- 
ſwer, No: then you are to ſay, Spades are 
Trumps, and make your Diſcard according- 
ly. This is the Manner of making - the 
Trump; What 1 ſay of the eldeſt Hand, is 


har ace to U * have ſaid, r 


e OY 
0% Su 8 oÞ 


there are twelve e in Red, and Tei: 


N N WW 2% W2 YH N N N 2 NIP 8 
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Pos Example, we will ſuppoſe that you: 
are eldeſt . Hand, and that you have for 


the ſame with the other two, when thoſe. 


1 Trump at the Game of. Gn is ; 
| y 


one examines. his Game, and ſpeaks 3 in his. I 


is, Manille) Ba ſto, the Seven and the Three of 4 


_—_ 

1 2 — = 
4 

4 2 


1 8 The Cour-Gmmſicr: 


Tus the Trump is de by him Who 
[undertakes the Game, in whatſocyer Suit he 
finds his Game the ſtrongeſt. 

Bur the Perſon that plays mult always 1 
name the Trump,. before. he looks. at. the 
Cards he takes in; for if he ſhould hap- | 
pen to turn them up, tho he ſhould not. ſee 
ttrem before the Trump is named, then ei- 
ther of the other two may name it; and he 

ſhall be oblig d to play in that Suit, let i 
be what it will. 

Ir the Ombre mould name two Colours 
at the ſame time; then the perſon who ſits 

at his Right-Hand: ſhall chuſe which of thoſe 
two Colours he thinks fir, and the Ombre 


4 hal be oblig'd to play in that Suit. 


I this caſe the Ombre ſhall have the 
Liberty of looking at his Diſcard; and if he | 
has put out any of that Suit which is nam'd 
for him, he may take them in again, pro- 


| vided the Cards he toolæ in, are not ꝗqoin'd to 


the reſt of his Game: if lo, he has not this | 


Is Liberty. An 97K 


een undertakes the Game 


1 acall'd the oulbre, 4c 


Ir is neceſſary to be very exact! in na- 
ming the Trump: for if, for Example; a 
perſon that intends'to play in Clubs, ſhould 
ſne w three Cards that he puts out, a Heart, 
a Spade, and a Diamond,; and ſay; you may 


Know wy "TIP by what To. out, = 
7 if wi 
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will not be good, and the others may name 
ir, as if he bad not {ſpoke at all: For ſome- 
times in that Cafe, 'a Man may pur out A 
Trump to deceive others. | 

Arr theſe Formalities are grounded up- 
© on Reaſon, therefore Miſtakes muſt fall to. 

the Prejudice of him who makes them; be- 
cauſe it is ſometimes difficult to diſcern be- 
tween Miſtake and Defign, and if theſe were 
permitted to be retracted, it ou d give oc- 
caſion to a great deal. of unfair Play, there- 
fore all Equivocations are diſallẽ,- d. 
As wife Lawgiversonly confiderthe Pub- 
Flick Good, and tho” ſometimes the Innocent 
may ſuffer by the Severity of an Act, yet the 
8 Evil muſt be conſider'd and prevented. 
I. after the Ombre has looked at the 
Cards he takes in, he recolle&s that he did. 


not name the Trump; if the other two). 


fhould' 1025 to SY before Fai he _ 4 I 


aba · aõ· ar an. an a ar . 1 
Of the Melee, and ibeirn Pris EY 
vil eve, 7 _ 


"HE Word: Matadbre in \ Speniſh cents 1 


2 ies Murderer; they are are 10 calld be. : 
cauſe they never give Chal, Md be. 


* 


4 
4 : 4 


Jamſter. 


8 are AY three Oards that are pro 
per ly call 'd Matadores; ; theſe are Spadille, Mas 
lle, Baſto, which are three W Trumps 
in whatever Suit we play. 

TAE Spadille Is: "always. the Ace 0 
Spades. * 

THE Manille, 28 ve obſer d is not fed 
but changes according to the Colour we play | 
in, as in Red, dus the Seven, in Black the 
.Duce. WRT; 

THE. Baſto 2 is alwa aps the Ace of Clubs. 

Fur Privile e of a Matadore, is, that 
- it 8 not oblig d to pay Obedience to an ins 
© Feriour Trump ; that! is, that you are not ob- 
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„ lig d to play it, tho a N lead Oe Ex- 


"ample will make this plain. 
Supps I Have in my 13 Beſt | 
without any Other Trump, and the Lea- 
; der ſhould play the King of Trumps, I am 
not oblig d to play my Baſto, but may put 
any other ordinary Card that is not a 
Trump. 

Hk the King is inferiour to Baſts | 
but if the Leader ſhould play Spadillè or Ma- 
nille, there Baſto muſt come don, if you 
have no other Trump; for every Card muſt 
pay reſpect to its Betters. 9 

Bur you muſt obſerve, that Spadill muſt 

he the Card firſt play ec. 

FOR Fxample, i have Baſto unguard- 

wt in PRIN: and am to lay; 0; 75 
8 1 


F 


0 + ke 
-© q - | +. 4 + 

OM BRE. 11 

. o ©. 


e Leader Mould play the King, and the 
«cob Spadille; here 1 am. not oblig d to 
dlay Baſfo, becauſe 8 adille did not lea. 
ANoTHER Privilege of Matadores, is, 
hat whoever has them ſhall be paid a Coun- 
ker for each, from che other two Game- 
enn. 
Bur it is only the: Obie that can 15 pad! 
Matadores, nor is he to be paid for = 
U Dufte => 3 
FoRMERLy, if the Ombre Was beaſted. 
ind the Matadores were in another Hand, he 
as oblig d to pay to that Perſon who. had 
hem; but this is out of Uſe now, 
80 if 1 loſe the Game with three Mata- 
dores in my Hand, I am to pay three Coun- 
ers to each of my Antagoniſts. 
 HITHERTO we have only ſpoke of 
heſe three Matadores, Spadille, Manille, and 
Boſto; but it muſt be obſerv'd, that choſe! 
rumps that 'immediatly ſucceed theſe, 
hen they happen to meet in the Hands Ok 
he Ombre, uſurp the Name of  Matagores, ] 
and muſt be paid as ſuch. _—_- 
Fok Example, If I have  Spadille, Mad 
nille, Baſto, Punto, King, Queen and Knave 1 ; 
Wave ſeven Matadores, and muſt receive ſeven 
W-picce from my two Oppoſites: and if the 
Duce and Three ſhould be join'd ro_theſe; I 
oh male pine, ales mult be paid acc: _ 
Ing! 43 Tab , 
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THERE. can be no Punto; when weplay in 
Sther of the black, Suits 3, becaufe the Aces 
which are the Puntos in Ml. in Black" are 

otherwiſe diſtinguiſhed. / 
__* Txus when the Ombre wins his Game 
be muſt be paid for his AAatadbres, Whate. 
ver Number he has; if he loſes he muſt 
e till obſerving that theſe; dari 
deres muſt be Sequents, here they are 
not to ä paid N 
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HER RE: is, no Necelity for marking 
up your Game at this Play, becauſe 
every Deal decides ' the Game; however? 
Counters mult be. uſed inſtead of Money, roi 
mark the Stakes you. play for. L 

vou muſt diſtribute to every. Player a4 
certain Number ot Fiſh or Counters; ſup- 
pole nine Fiſh, and twenty Counters to each. 

A Fisn is a Counter made in the ſhape 
ofa Fiſh, to diſtinguiſh it from the other 
Counters, and is generally made to be Worth 7 
ten Contes. 2 

TR next thing to be ſenſed, is bel 
Price of your Counters, which muſt be ac- 
cording 
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cording to the Sum. you intend to play for, 
as a Crown, Halt. a Crown, a Shilling,” or 
Sixpence each. 

Tas Deal is ſertled thus: One perſon 
taking the Pack, turns up a Card in the 
middle of the Table ; and. afterwards gives 
Ja Card a-piece round, and whoever has the 
higheſt Card of chat Suit which lies in the 
middle, is the firſt Dealer. Another way 
is, by giving Cards round, 5 N has 
the firſt 1 750 Ace, deals rſt | 2 


aan art W W eee 


74 the Manner 72 — ng at 
| Ombre. "lah 3 


W E have PEE NE to you his value 
IJ of a Fiſh ; now you are to lay down. 
© one a- piece before the Deal begins. 


he muſt lay them down to be cut by the Per- 
ſon on his left Hand, and then deal, by Sinio 
firſt to the Perſon on his right Hand * 
Tars way of Dealing is peculiar to a 
ES 5 at all other Games you begin at the 
a. 
THE Dealer 1s to give three, and three ; 


That if he al 1 5 miſtake, or other wiſe 
| 1 


AFTER the Dealer has ſhuffled the Cards | 


round, till he has dealt nine a piece. Note, = 


14 The Court-Gameſter. 
give the Cards in any other manner, he will 
be obliged to deal again, | 
WHEN he has thus dealt, there will 
be thirteen Cards lefr, which he is to Jay 
down at his right Hand. If you ſhould all 
paſs (which often happens) then every one 
= is co lay down a ſingle Counter, and the next 
= Perſon deals. Ne oh; ; 
Tk Counters laid down for your Paſſes, 
are not to be mix'd together; but every one 
lays his own juſt. before himſelf : the Reaſon 
of this is, that if there be any wanting, it 
may be decided without any diſpute, who 
has omitted laying down. 
= _. SUPPOSE the Perſon at the Dealer's 
right, that is, the eldeſt Hand, has a good 
| Game, he asks this Queſtion, Do you give 
me leave, or do you play without taking 
in 4 If they have bad Games, they anſwer, 
—_ 55, - „ 
FTEEN he diſcards. two, three, or more 
Cards, according tothe Strength of his Game; 
= and taking up the Remainder of the Pack, 
= he ſcrves himſelf with as many Cards from 
= thence as he has laid out; then laying his 
Diſcard at his left Hand, where the Pack 
lay before, he places the Remainder in the 
middle of the Table, ſtill remembring to 
name the Trump before he takes in. 
4 TAE meaning of this Formality is, that 
wE«nzver the Cards lie at a Man's left hand, 
| ; | 4 you 
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you know by that, that he l is to play firſt, 
and to be the next Dealer; 
IF in dealing the Cards, there happens 
to be one faced, the Dealer is to go on with- 
out interruption ; unleſs it happens to be - 
a black Ace, in which Cafe he 1s obliged to 
deal again. 
Bur if the Dealer ſhould turn one of the 3 
Cards, then it is at the choice of him it be- 
F longs to, -cither to receive it or make him 
deal again.; unleſs it is a black Ace, then it 
is a Rule that the Cards muſt be dealt a- 
F 3 
Ir there beet to be a great many Cards 
faced, they muſt be dealt agam. 
S Ir the Ombre plays Sans prendre, and there | 
happens to be a Card faced in the Stock. 
the Deal is to go for nothing. | 
Ir the Dealer ſhould give ten Cards, ei- 
ther to himſelf or any ocher, he muſt deab 
Wagain, if they demand it. 5 
Bur 'tis otherwiſe in reſpect of the o- 
ther two; for they may pr, tho they have 
ten Cards dealt them, provided they declare 
lit before they take in: in which caſe the 
are obliged to lay out one Card more than 1 
they take in; for if they have ten Cards 'af-. | 
er they have taken i in, they are beaſted, and 
| ih the mult be likewiſe, if they ſhould take 
in without * they * ten Cards.” 2 
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As to thoſe who paſs with ten Cards in 
a Hand, tis differently played; with ſome 
it is a-Beaſte; with ſome it is not. 

WHEN a Man at the ſight of his Cards 
. Tees nothing good in his Hand he is apt to 
examine no farther ; therefore I think it a 
little ſevere to be beaſted only for not telling 
one's Cards. 

.THE Spaniards play it with ſo much Se. 
yerity, that if a Man ſhould ſay, I bawe ten 
Cards, I paſs, he is beaſted; but we play 
more like Chriſtians. 

T HEREFORE the Cuſtom is now, and! 

think it is the moſt equitable way, that a 
Man is never beaſted, unleſs he has ten Cards 
after he has taken in. 
Ir the Perſon that has ten Cards dealt 
bim, has a mind to play Sans prendre, he 
muſt ſhuffle his Cards, and one of the others 
| hall draw one of the Cards out at hazard, 
= lay it amongſt thoſe - which they dil 
card. 

THE Rules we hoxe laid Amn for ten 
Cards, are the ſame witch cight, becauſe the 
Reaſon i is the ſame 


4 HE that has but eight Gards. and would 
play Sans prendre muſt win with eight Cards 
B enough for his Game: If he takes in with 
eight Cards, he may take in one Card more 


of 


4 * than he lays Out „ 
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| of the Ir of Playing © 
{ Free Sans-prendre. 5 


| T O play Sans-prendre, is to play ic 
out diſcarding 4. for which you muſt 

WY have a Game, by which you may propoſe to- 

| win five Tricks. 3 7 
Ir the Ombre wins his Game when he 
oh Sans-prendre, he is to receive three 
| Counters a- piece from each of the others. 

Ir he loſes it, he muſt pay then three 
Counters a- piece, for in all things there muſt 
| = an Equa ity between the Loſs and the 
Gain. 
Osszxvx chat the Sans-prendre and. the 
Alatadores muſt be asked for, before the 
Cards are cut for the next Deal; for after 
that, no Demand can be made. ; 
Bur tis otherwiſe. concerning the Beste, 
I. which may be demanded at any Time, while. 
you are playing the next Deal. 

TRE Meaning of this is, that the Beaſter 8 
belongs to the Board, and the others are 
paid immediately to the Gameſters. 
- IF it be the eldeſt. Hand that plays Sn 
8 prendre, he only names his Trump, and the: '* 3 
elt make their Diſcards, as we have ſaid be:. 
„ fFors. 
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fore. If he has an Infallible Game, as for 
| Example, five Matadores ; he may ſhew them 
upon the Table, and that is ſufficient with. 
out naming. the Colour. 
Ir the eldeſt Hand ſhould ask the Que- 
ſtion, Do you give me leave ? and one of the 
others intending to play Sans prendre, anſwers, 
No, you mu ſt do more : In this Caſe he is not 
allow'd to diſcard, but ſtill has the preference 
. of playing Sans- prendre, as being firit, 
Bur if the Eldeſt paſſes Sans-prendre, 
| o who anſwered him is obliged to play 
i 0. „„ | . 
6 Ir one ſhould name his Trump without 
firſt having asked leave, he ſhall be oblig'd 
to play Sans-prendre, tho" he did not in- 
Bux this Severity does not reach to the 
EF youngeſt Hand; becauſe the other two mult 
pas, before it is his Turn to ſpeak... 
Irx before the eldeſt Hand has ſpoke, either 
of the other two ſhoulddiſcard, and without 
asking leave, name a Trump; if he has not 
ſeen his Cards, the eldeſt Hand may oblige 
him to play Sans prendre, or keep his pretc- 
rence of playing ſo himſelf, or elſe ask leave, 
as hEſhall think fit: It he has ſeen the Cards 
he takes in, he may either oblige him to play, 
or have the Cards dealt over again; for the 


. 


eeldeſt Hand muſt not loſe his Preference. 
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1 E N 5 Ombre a Sue, 
it is very eaſy for the other two to 
diſcard: He that is firſt may take eight or 
nine; but thoſe that underſtand the Game, 
take care to diſcard ſo, the t the Game ſhould 
not be divided. " irc 
THEREFORE when the Ombre ades' not 


play Sant. prendre, he that diſcards next to 


him, ought not to go to the bottom df the 1 
Cards, unleſs he has a Matedore, or elle ſome WO 


| firong Trumps with Kings. 


Waar I mean by going to the been 


is, that he ought to leave at leaſt five Cards... 


to him that takes laſt; otherwiſe he will 


ſpoil all, by dividing the Trumps, which is J 


a ſure way of giving. the Game to The 
Ombie, ; 
THEN it hes upon. the Diſcrerion of 


him who diſcards next to the Ombre, to judge 


whether he has a Probability of winning 


three or four Tricks; otherwiſe he ſhould. 
_ five JC to o the WR; as 1 have Rs 1 
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-. THEREFORE I do not think a Matadore, 
without any. other Trumps, or Kings. a pre- 
rence for taking in a great many Cards: when 
this happens, the five Cards ſhould be left to 
him who is to diſcard laſt. - 

Ir is to be conſidered, that the two who 
play againſt the Ombre are in the Condition of 
Partners at Whisk, and are to aſſiſt each other 
all they can. | 8 
| ISarp before, that he who goes to the 
bottom of the Cards ſhall propoſe to win 
four Tricks; 1 don't mean by this, that he 
ſhould have four, as ſure Tricks, as if he 
were Ombre, for that ſcarce ever happens: all 
that I mean, is, if he has a good Appearance; 
for the third Peſon is to aſliſt him in making 
the Gano of his Kings, and forcing the 
Trumps of the Ombre. . 
Ix the Ombre does not play Sant prendre, 
he diſcards firft, the Perſon upon his right 
next, and ſo the third; if he plays Sans- | 
prendre, the Diſcard is to begin at the right, 
And fo on. V | 
f IN Diſcarding there is no regard had to 
the eldeſt Hand, but after the Ombre it goes 
%% | 
THE Ombre: ſhould. be very attentive in 
| obſerving how the others diſcard, and 
remember which of them takes in moſt 
Cards, for he may judge by that where the 
Strength of the Game againſt him lies: 5 
= 7 LO Spun ks. 
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he is to return the laſt Card. 
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this caſe, if he ſinds he is not ſtrong enough 
to win five Tricks, he muſt - endeavour to 
give two Tricks to him whom he judges: the 
weakeſt of the two. . + 
Ir. after they . all taken in, there 
ſhould be a Card left, he who diſcarded laſt 
may ſee it, if he pleaſes; in which caſe, all the 
reſt have the ſame Liberty: but if he does 
not, and either of the other two ſhould look 
at it, that Perſon is beaſted. 
Ir one of the Gameſters ſhould rake in a 
Card more than he lays out, he is not beaſted 
for this: if he has not look'd at his Cards, 


Ir they are mix'd with the reſt of his 
Cards, one of the other two ſhall draw 4 
Card at Hazard out of his Game, and put it 


into the Stock. 


Ir he ſhould take one too few, it is mucli 
the ſame thing; if the Stock is ſtill upon be 2 
Board, he may take a Card; if they are al 
taken in, he muſt draw one by chance out of 


the Diſcard. 
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of . N. anner f Playing. the C 1 


HEN all have diſcarded, the eldeſt 
Hand plays firſt. After that, who- 
ever wins the laſt Trick, plays next, as it is 
| practiſed at all other Games. 

AND, as obſerved, that you deal at this 

Same contrary to all other Games, you play 
ſo too; the Play always takes its Tour from 
| the Right. 
E * Ir you have not a Card of that Suit which 
= leads, you are not oblig'd to play a Trump, 
but you may do it for. the Convenience of 
your Game. 

"WHEN one of thoſe that defend the Stake 
demands Gano of his Comrade, he ought to , 
ive it if he can. 

Tux Meaning of Gano. is, Let it paſs ; 
that he whodemands Gano, may be del 
to Have the beſt Game, and the other ſhould 
E palsthe Trick to him. 
Fon Example, If the Ombre ſhould play 
a Spade, and one of thoſe that defend the 
Stake ſhould. play the Queen, and ſay Gano, 
Or Gano del Re, his Comrade ought not to 
lay the King; but in this caſe he ought to 
| SIXT ſmall Spade in, his-Hand, otherwiſe | 
he muſt play the King, upon che * of 
eins beaſted. IE 


4 
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Ir after one has call'd Gano, his Comrade 
ſeems to heſitate, or make a Difficulty of 
t; he may call to him three times very ear- 
eſty, T no mas Gano fi ſe puede; which f 5, 
vu muſt let me have it if cu can. ; 
IT muſt be obſerved, that the Formality: 
of the Game is ſuch, that no Terms mut 
be made uſe of but theſe; all Words that 
are equivalent are forbid : Bur Gano muſt - 
never be demanded, but to defend the 
Stake; for he that ſhould call it with a de- 
gn ro win Codille, would be anſwer'd in 
pain, No ſe 75 por Dios; Which is, I is not 
ht, by 6— | 
1 PF þ EN oneofthoſe who defend the Stake, 
raps his Hand upon the Board in deliver- 
ing his Card; it is to be underſtood as a 
Signal to his Comrade to play a high Trump 
to force out the Ombre's Trumps. Note, That 4 
this is not held unfair, for this Game al- 4 
lows it. 1 
| FORMERLY, if, a Man play's out of NE 4 
un he was beaſted ; but Ar c preſent it 18 not 9 
lo, unleſs it is fo agreed. 55 + i 
Ir you thonld ſeparate one Card e 
he reſt of your Gamie: fo that the Ombre 
ould ſee it, he. may if he pleaſes, oblige 
you to play it; provided that in Playing 1 3 
you do not make a Renounce. | n 
As it is of great conſequence in lis I 
une to ak the Number of Trumps, and . 4 
how Þ 


= 7ounce; but it is not a Renownce, when one 
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how many are out; every one has the liber. 
ty of examining bis own Tricks, and thoſe 
of others: This is permitted on all ſides, 25 
often as any ſhall think fit, tho there be no 
Ys played. 

Ir the Pack ſhould not be true, the 
Game goes for nothing, if it be diſcover din 
playing the Cards ; bur if ir be not found 
out till after the Game is played, it ſtands 


good. 194 | | | a . —5 | 
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HE Beoſte is made whenever he who 

undertakes the Game, (that is to ſay, 
the Ombre) does not win. 
To win the Stake, che Ombre ought to make 
- five Tricks. 1. 
-» EXCEPT. ve Tricks are fivided. eie 
his two Opponents; j that is, when one wins 
three, and: t other two 3. in this Calc four 
Tricks are ſufficient. 97 

Fx is likewiſe beaſted, Who plays with 
more or leſs than nine Cards. | 

A MAN is beaſted that makes a Re 


b e has thrown down a wrong Card 
upon 
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upon the Table even when the perſon o 
wins the Trick, has play d again for à fe- 
cond Trick, if he has not folded up the firſt, 
he who play” d wrong, may recover Se Card, 
and play again; but after the Trick is fold- 
ed up, it 18 too late, and he muſt en to 
the BeaſteG. + 

WHEN one finds out. that another! has 
ar] and thar-it is a Prejudice to his 
Game, he may obli ge every one to take 
their Cards back, and play over again, be- 
ſong with chat Trick Where = Renounce | 
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muſt not be play d over again. 
Ix one ſhould Renounce feveral times in 
one Deal, he ſuffers 2 a for every Re- 
munce. 1 3.41 
Ar the Beater chat are made in one 
Deal, muſt lie together upon the Board. 
ind be play d for the next. ttt. 
Ir one ſhould be Beaſted for playing with 
en Cards, and the Ombre for not 
bis number of Tricks; theſe are rwo Beaftzcyt 
which, with the Stake upon the Board, make 
three Stakes: and they are to be laid toge 
ther, and play d off the next Deal, anleſs mom! 


| are ſeparated by Agreement. 162 Die. 


He that makes many Beaſtes | in one 


| ae wp a all to one Stake if he e pleaſes, 5 


Bur if the Deal be kaiſh'd, 1 Cards 4 N 


A od alc! 
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Hs that N hm: Cn 25 cha 
Sock, ſhould,;by etting wp or 
atherwiſe,.ſhew-one,. is beaſtedd. [ 
"OBSERVE; that all Beate. chavare made, 
of whatever nature they are, muſt be of 


- the ſame value with that which the Ombre 


is to take up, if he wins, whether .it conſiſts 
of one, two, or more Fich: Therefore thoſe 
Gameſters WhO play with Caution, take 
cate of ſuffering by -Qverfights; and after 
they rake in the Cards from the Stock, al- 
ways tell them before they look at them, 
leſt they ſhould have 71 or les chan 
nine. 2111 3 e. 1 30 16,54 it Jt: T 1: 
OBSERVE alſo, that tlie Tricks may. be 
variouſly: divided, according to which. one 
either ſaves or makes a Beaſtes i! 15 
THERE are but rwo Ways for the. om. 
bre to in, which we have ſpoke of already: 
no ve are enumerating ho ge a N 
he may loſe, or be Beaſted. 
Wx the Players win Alnus Tricks 2. 
te the Onubre is beaſtedʒ and chis is what 
Is-call'd the Remiſe by three. 
-WHENthe ''Ombre wins four Tricks, 
and ont of thoſe that defend four Tricks, 
the one is likewiſe: beaſted; and this is 


Allo calld, Remiſe, -Riſpſe or * 


effect! © 10 1 Ny MOEN 2 211 1s N 


0 © THEREFORE: he who: Alden; the 
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may almoſt depend upon winning at leaſt 
three Tricks, thould avoid winning above 
one j; but aſliſt his Comrade in getting four 2 
Tricks, in order to beaſte the Ombre. 2 


WIEN there are many Beaſtes upon the 


Board, that which was laid down firſt, is to 
de taken up firſt; afterwards, that which is 
of the higheſt Malue :; 

Wurf the Ombre makes but four Tricks, 
and one of the Defendants five; or when the 


Ombre makes but three Tricks, one af the 


others, four, and the third, two, the Ombre is 


| beaſted ; and he who wins more Tricks than 


the Ombre, takes up the Stake: and this is 
What er v 8 Codille;:of-which 
we ſhall creat by itfel eiten nf 
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IRE Cobille is, bis one af thoſe WH 
defend the Stake, wins. more Tricks 

* the Ombre; in this Caſe the Ombre is. 


not only beaſted, but he who wins Codill, } 


akes up that Stake which the Ombre pe | 
I 1 


He Who aſpires at  Codille: ſhauld Play 


wich Honour, 5 as I obſervd before, ne- i q 
$6 Gano, when: he is * of Win- 4 
Do. ö¶ 
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ning four Tricks; but as there is no penal. 
ty in this Caſe, all-the' Defence we can have 
- . gainſt ſuch People, is to play with them no 
| J OH CIT CO TIDED G7 14,71 
Ix the Ombre ſhould demand Gano, tho! it 
were to hinder the Codille, he is beaſted. 
Son, as ſoon as they have diſcarded; 
and ſeen the Cards they take in; if they 
iind a very bad Game, will give it up and 
yield: themſelves beaſted, in order to pre- 
vent the Codille: but this does not feem 
fair; and as it is no Part of the Game of 
1 Ombre, there is no Rule provided in this 
Caſe: however, it is never done among thoſe 
who would value themſelves upon their good 
T UID YE 325400 THe: 
F. - - THEREFORE in Honour, I think there is 
tt diapp 1 2 ng a Codille, and 


reobs che Board of the Stake; but in the other 
= Caſe he lays one down, for that which the 
= Codille takes up. | 3M 
lx he who aims at Codille, ſhould call 
© © Gang at his fourth Trick; when he is fure f 
2 fifth, he ought not to draw the Stake ö 

: 85 2 1 


N 
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* 3 x + 

4 


-there 'being no Law for it, it e 
the Honour of tt e Gameſters. ng ik i- | 
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HAVE obſerva böte: that pilk is ge- 
nerally valued at ten Counters, or ſome- 
times twelve, juſt as the Gameſters pleaſe; 
but this Variety can never puzzle any Perſon. 
There are like wiſe other De of Coun» - 

ters, ſome of which are va ued at three 


Counters, ſome ſix,/ r. which are con- 


uc for the greater Eaſe of paying at 
Play; but we ſhall only ſpeak of the Fim 


and Counters hexe, for * but ſeldom that 


any other ſort are uſed at tlis Game 
_ WHEN: you begin to play, every one 
is; to ſtake a | Fiſh, placing it:;juſt: before. 
him; theſe are three Stakes, >which afe o. 
be play d for at three: Deals: A for ex- 
ample, when the Ombre wins his Game 2 
takes. up a. Fiſh 3 if he Ombre Mins 4 fe 
8970 b he takes up another; fllen chere 
remains one upon the Board; re )Perfoh: * 
who is Ombre e third time, tho! he wins © 


D 3 1 his, 2 


\ * 


and; upon ſuch Occaſions, 1 e 7 
- when it has been left; but as 1 Mid ores ig 7 
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his Game, AW up nothing, but plays to 
28 the Board, and has — the Advan- 
tage of obliging the other two, to lay down 
2 Fiſh each, without laying down i himſelf; 
ſio that it may be ſaid he plays upon the 
Proſpect of future Gain. 
hu r now we'll ſuppoſe it another way; 
5 as fo or Example, if he t at is firſt Ombre, ſhould 
de Beaſted then he is to lay down a Fiſh, 
which he i is to place alas one of thoſe that 
lay upon the Board before: then it is call d a 
double Stake, and will er in 0 manner. 


1 178 10 7255 th wv. fg Ro 5 
_ :; i ot 21. ; 
. | ' "nd if there mould 1 is! ſubceſine 
E +... Beaftes, there will be as many double Stakes, 
. uhich muſtbe all croſs d as that above. 
E WHEN E VER theOmbrepliys for a double 
Stake, if he loſes his Game, he is beaſtcd 
- double. nn Mu 781 3 LOW 202 
| 3 WEN ſeveral Bebe, happen iy one Game 
Ve have given directions alrcady how they 
= ace tobe diſpoſed of. © 
| 42 Lou muſt obſerve, chati the unge Stakes 
muſt be play d off before the double, in re- 
” pardthey' Were firſt laid down. 
Wie k all have examin'd their Cards, 
aud. no: body undertakes the Weather that 15, 
hen all paſs; every one mult lay down» 
ene and this a5 often as * pafs. 
* 2 HEN 


P 5 * hs nk F : — 
nn — aw a6 * — ** 


n * — 
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Wu n the paſſes increaſe, . and every 

one has a Number of Counters before him, 

as many of them muſt be put together a8 
Lill make a Stake, either ten or twelve, ac- 
BW cording to the Value of a Fiſh; and this is 
to be done as often as the Paſſes. increaſe to. 
4 Number ſufßcient for a ne Ne 


a enen n 
Of "the VOLE... ante 


IX HEN: one Deion gains at * is: - 
V Tricks, it is call'd winning the Hole. * 
THE Advantage of: winning the Vole, id, 
chat he who is ſo happy as to gain ir, ſweeps -.. 4} 
the Board, let there d ever ſo 1 Stakes 9 
12 1 ten e 
Bur ſuppoſe thank is. bor oe Stake is .- 
on the Board, either double or ſingle; in 
this Caſe, he who wins the Vole, gains dou- 
ble what hes upon the Table. 
4s for Example, if there be a Sade 8 
wo Fiſhes, and two Counters befor& each 
Player, which were laid down for the Paſſes, - 7 
each of the other two ſhall pay him who = 
Vins che Vole, one Fiſh and three Counters, 8 
| which makes the Stake upon the Board dou- 
de: But, as I ſaid before, if there be more 
A akes mand one upon the Board, he Wh 
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wins the: Vale muſt be content with them, 
without — Ang from the other 
two Gameſters. 
Ir many Beafer: were made in one Deal, 
; which by Conſent, or by him who made the 
laſt Beaſte, are put together, this is but one 
| Stake, and he Who wins the Ve, ſhall have 
it made up double to him by the other two, 
as Was hinted - -before: :e 5m 5 
Ir is very difficult to win the Pak, and 
therefore it ſhould never be undertaken but 
; upon a very good Title; for he who once en. 
2 gages in it, 1s obliged t go forward. 
Wx N the Ombre has won his five Tricks, 
a ndd plays down one Card more, without ſay- 
ing any thing. he engages for the ole, in 
this Caſe his two Adverſaries have their liber - 
ty of ſhewing each other their Game, and 
| conſulting how to defend it. 
Ir he who undertakes che. Vals ſhould inif | 
Carry, the Other two ſhall divide between 
them hat lies upon the Board, but hie ſhall 
pay them nothing; onthe contrary, if heplays | 
Sant: prendre, Or has Matadores in his Hand, he 
i to be paid for them, tho hetakes up nothing 
WEar have ſaid concerning the Advan- 
tage of winning the Vole, is not always fix'd, 
for ſometimes it is a great deal more; but 
ttsat depends upon the Humour of the Game- 
= ters, and according as they agree | to it be · 
= N08 © G7 begin to play, „ 
= 8 - Of 


* 


0 Ounne. oth 


eee eee 
* 0f the Co ontinuance ＋ 7 Gans: | 


8 this Game requires. a great deal of 
| Application, it is neceſſary to ſet 

{ome Limits to: the Continuance of the Blay; 
therefore the Gameſters generally agree 
beforehand how many Tours or Stakes they 
will play, as ten, twenty, thirty, forty, 
more or leſs: After which, if any of them be 
diſpoſed: to leave off, he may throw up the 
Cards withour Offene. 

EVER V Stake you play, you ſer aſde a 
Counter to mark the Tours, and ſo on, till 
they amount to the N umbe vou agreed to 
play; but you muſt obſerve that a Codille is 
not to be. mark d as one. oo 

Ar ER you have played your Number of 
Burn, you may go on to the firſt Beaſfe, and 
this is often practiſed; but if any of the 
Gameſters ſhould refuſe this, you have” ne 
ne to complain of him. 

IL one of the Gameſters, chro pechihnet 
or for any other Cauſe, ſhould throw up 
the Cards, before the 75 * agreed upon are 
played out, he is obliged to pay, not only his 
own Loſings, but likewiſe what tithes of. 
_—_ orhers\loſe;-and the Cards 1 21,4163 f 
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, Tursz Rules are always practiſed 2. 
mong perſons of Honour z but when a Man 
finds himſelf engaged with two en it 


will PE no > Wonder if he meets RR Ather 


2244424244244 


of the 4 rent Games that wy, 
0 a hed. | 


NX OTHING uzzles Ban 0 
much, as to know when they may 
venture to play, and when they ſhould 
paſs. To; remove his Doubt as much as we 
an, I have, mark d doun here all the ſmall 
Games which a Man may venture to play. 

Tux general Rule is, that to undertake 


the 3 a Man ſhould have three ſure 


Tricks; for the moſt that can be expected 
from raking in chree or four Cards, is t0 
win two Tricks more; and as d have before 
obſery d, for the Senetality vou b have 
hve Tricks to win. 7 


Bur when a Man ** perſect Maſter of 


| the Game, and can by bis — — manage 
it ſo as to divide the Tricks between his Ad vet- 
ſaries,; be may venture 10 play a hold Game. 


HERE is Detail of the ſmalleſt Games 


RA 19 9 21 played: We'll begin with the black 


Colours 


e A£A© om 
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Colours, Clubs and Spades ; bur I ſhould firſt 
obſerve to you, that with the Three Matadores, 
you are always to play in any Colour, there- 
fore it is needleſs. to mark them down: as 4 


Game. 


Games in Black which may be _ 


Manille, this Duce. 
Baſto, the Ace het 
Clos. i 


* 5 
mall Tramp. 


2 2 i 
340 the A of 
| - Clubs. 


e 


w 


— 


go” «34 


. * 
* * 


2 
Spadille, the Ace of | 
Spades. 


= Manille, the Duce, 


King. L857 


A * n 


Spadille, the Ace of 


i | A Fan Trumps 


Spadille, he Ace of 
Spades. 

Manille, the Ducei® 
1 Trump. 


2 Trumps. 


Re Se L 


Manille, 4 Duce. 
the n of 


Spades. N 48 Bao. 
Baſt, the Ace ol Cl ubs. 1 
Wunbeett ay ih oF : 15-538! e 
Queen 141019] 1 Trump. * 3&1 
Seven; } C11; had J 118 F* 2 Trumps. : 
4.57 3 22 7 r 0 1 . 
WU 7 S. 


r 
Queen. 
' Rnave. © 
Seven. 


IT 3 
Baſt 07 the i Ace .of 
Clubs. ghee” 


Knabe. 
Seven. 
Six. 

. * 8 
8 
2 2 9 ** 


THERE are 


U 2 - 


—— 


Aces. 


, wo” 
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ſter. 
o 
the 


a 


Duce, 


4 Que En. 


| Knave. 


Seven. 


| 


Wot 


| i 


IO | 
Manille, the Duce. 
Baſto, che Ace d 
1 
Seven. 
Six. 
Five. 
Four. 


+. 4 * 


* 
- 


r 
Spadille, the Ace of 
King. 


Hive. πẽ¼¼ 


2 


Four. 


| Three. 


| | a Number of other Games 
upon the Cards, but it is impoſſible to enu- 
merate all: However, by theſe you may judge 
What Games you may venture to go upon. 
TAKE Notice, that all the Cards I name, 
muſt be of the ſame Colour, except the b 


To. ©. 3 ke 


lack 
Os- 


— 


4 ; 
Spadill, 4 Ace of 


Spades. 


Manille, the Seven. 


{ Punto, the Ace of 
"TRE in Red. 


0 On MBRE. 


OBSERVE, that a King is never co be put | 
duc, tho of a different Colour, and it 1 
to be better than a * Trump. 


Games which! _ be played i in Red. 


| Baſto, 5 Ace of 
Clubs. | 
Punto the: Ace 0 


| - Frumps. - 


; 
L Trump. 11 = 


Spadille, © Ace of 

Spades. va 

Baſt, the Ace of 
Clubs. 


Punto, the? Ace of 


# 
, *Þ; 2 


x Trump. 


| Spadille 3 Ace ol 
Spa, 


1 oh 9 53 


[i Trump. 


” 


| 4 
Saal, the Ace of 0 


Aonille, the fas 
Ring. 7.2 
A. 

I 


"Sp lt, the lee of © 


3 ee Spades. 
- AMnille, the Seven. Baſto, the Ace 6 
e Dae. „Clubs. 8 


—_ ͤ 4-7 Þ 


NWR 1 


0 A King. «IE Daten. 
5% Row 
* I 2 4 , E 0 
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Þ - 


as. the. Ace of ö Aten, the Seven, 


e . Punto, che Ace of 
Punto, the Ace of Trumps. 
Trumps. . . King. 
King. Queen. 
Queen. Runa ve. 
Knave. 0 22 4 
tc e 
Manille, the Seven. Manile, the Seven, 
Baſto, the Ace of] Baſto, the Ace of 
—— — | ci 
Ring. - KRnave. 
Queen. Duce. 
1 Trump. * | Three. 
| iFour. - 
Note, That the Di- 


11 2 

Spadille, the Ace of 

Spades. 
Baſto, the Ace of 
Clubs. 
King. 
1 Trump. 
| - King. 


rections we have 
given for playing 
in Black, are to be 

obſerved when you 
play in Red; but 
with this Diffe- 
rence, That as there 


are more Trumps 


| 
in Red than i in Black, your Game ſhould be 
e, better. when you play in Res, 
b<caule there are more ogainſt you. 


o. 


— pw... I, ; 

Of © "— * 39 
OBSERVE, that the Games we have 
mark'd here, are the ſmalleſt that can be 
play'd upon the Cards. There are an infinite 
Number of good Games, which we think 
needleſs to reckon up, becauſe we ſuppoſe no- 
body will heſitate at a good Hand, 

You muſt obſerye likewiſe, - that you 
muſt have a better Game when you are to 
play ſecond, than if you were to lead, or 
play laſt; for when you are thus hemm d 
in, you'll find it vey. hard to 22 
yourſelf, unleſs you have a dd Game. 
This Diſadvantage you'll ſoon. find out by a 
little Pla. 

Tuus we have drawn you up. a Set of 
Games that may be play'd with diſcarding: 
Now we ſhall ſhew another Set, — 12 4 
be play d Sans prendre. 


Games in Black, which may be play'® 
Koh reg 


WW Spadille, the Ace of Spadill, * Ace of Jp 
| Spades. - e. Spades. - ll 
Manille, the Duce. Manille, the Duce.. 


Bao, the. Ace * Queen. 
Clubs. — 
WH King. | Two Kings. 
1 Trump: | A Renounce. 
| -A*Renaunce. | ; | 
| E 2 3 Spa- 


* 
* 
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 Spadille, the Mn of Seal, the Ace of 


Spa -< 1} 
 Manille, the, Duce. 
Baſto, „ the Ace of 
r 
King. 
e King. 
ret 
Baſt, 311 7 3 


3 


I'S: 14 43 „ 


a. 
in 14 


the. ace of 
* 
mul, the Duce, 


By 


* {4 x 
14 


. 


Clubs 


44 


es. 

ji nt” the: Duce. ; 
a, the Ace 0 

{ns | | 

Three Trumps. 

A Renounce. 


e 

uddanille;: the Duce. 

Bao, the Ace of 
Clubs. 


W 
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* 42938 LS 
| ng 
« * 1 
ant 
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A Ki 
Ring. { 
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 Spadille, * Ace of — the Dare. 


; Spades. rid E 
Bg. r fene 
Queen. 590", eee. | 

[ Sevens TERA | S - 2 Ko 
Six. | Four. | 
Fur. 526% | A. Hing. 
A King. nh [ A Ben ce 


Games in Red which may be played! 
Sans-prendre. n 


Hs . * * as 2s 7 


M- | ” 
Spadille, the Ace of Spadille, the Ace of 
Spades i wins, Spades. 

Manilles * Duce: | | Maville, the Duce: _ 
Baſto, the Ace of Baſto, the Ace o.. 
„ 4 Clubs, : 
* Trumps. King. | 4 
3 Bi Truwp.. . Fi 23 
26 S408 King. | 
3 1 ++ 
Spadille, the la of Aint the Sb | 
Spades. Baſto, the Ace . 
25 the Seven, Clubs. 
Punto. the Ace: of] Queen. 
| 4 naue. 
121 _ I 3 
ja . 1 -4 
E ; : 5 Baſto,, 


| G 
oe Ace 0 if} Pant, the nee " 


Clubs. 4x Diamonds, 
Punto, the Ace of Ring. 
. Queen. 

3 Trumps.. .... | | Knave. 
A King. Duce. 
A — guarded.” bree. 
I Six. 
A King. 

7 ve | 8 
 Manille the Seven, 1 Spadille, the Ace of 
"Baſto, the Ace of] Spades. 

- © Chads. beg | Punto the Ace of 
Punto, the Ace of | Diamonds. | 
Trump. | Kip. | 

3 Trumps. I Queen. 
A King. | 2 Trumps. 
A Renounſe. A King, 
2 H Queen guarded, 


A Goo player will venture to play 
upon a weaker Game when he is to lead, or 
Fplay laſt, than when he is fecond, as! ob 
terved before of Diſl rding. : 
Now I have laid down all the Rules of 
; me” Game of Ombre; but notwithſtand- 
ing all my Directions, let a Perſon play 
Voith ever ſo much Judgment and Caution, 


9 will often find * — * 
$ 


READ 9—— have a hand in 
{mall things as well as great, ſo that it is 
not WE expected thidt the beſt Gameſters 


ſhall always win; you may loſe upon a 
very good Game, when all the Trumps 
that are againſt yop,, fall into one Hand; 

n Ahe e ontrary, "When" they happen to be 

din you may win 2 very Il Game. 

1 once . aA very good player that loſt a 

Game with four  Matadores and three Kings © 

You muſt imagine the Cards muſt be very 

ſtrangely diſpoſed; for it happened that the 

ht Trumps which were againſt him ( 
ſaß eight, for he played in Red] were all in 
bne Hand; ſo that his Kings bein ng att 

CEE ne won but four Tricks * 

I Trixx I've ſaid all that can be ſaid 
upon the Subject of Ombre; I've laid down. 
all the eſſential Parts of the Game, ſo that 

| any Perfon may teach himfelf to Play, Who 
will take the Pains to peruſe this Book. But | 

as there are frequent Diſputes ariſe at Om. | 
bre, and People are ſeldom ſatisfied wien 
the Judgment of the Standers-by ; I harre 


placed at the end of this Treatiſe a Table * 


of all the Rules and Articles of the Game; 2 4 
iow wg Wilk decide all Diſputes very impars -: 
tlally, 


Now we are only to ſpeak of the Lale | 
rent e of Ombre. = 


% 


* 7 
, % 


Co ; 
- 's s 
3 3 3 
3 
» + ** = 
; — 
4 + _ 
— 
O ö 
＋ 4 
> 
o- 
/ 
, 


44 The Court - Gameſter: 
HON IE KN. gte n 


4 


'f Force Spadille, or”  Efpadille. 
Force. 


T HIS. WELLES "of playing at Oy may 

I be diverting enough where People play 
for. nothing, becauft Beaſtes happen almoſt 
continually, and the Codille is often won 
when tis leaſt expected; but where People 
play for Money, tis quit different: For Om: 
bre, which is a Game of Art and Judgment, 
when it is thus played, degenerates into 3 
Game of Chance, and Conduct can be of no 
aſe to a good Player, who finds * in his 
Hand very ill attended... 

LT is played like the Game at n we 
have deſcribed ;.every. one ſpeaks i in his turn, 
and if all paſs, then he who has Spadille in 
his Hand is obliged to play, let his Game be 
never ſo bad; therefore when the others have 

als'd, he has nothing .to do but o Name 

is Trump, and. to diſcard. 
Bu r he who has Spadille may aſs, to ſee 
if either ot the other Two will take him out 
of his Pain, and, play; if they do not, he 
muſt, as is ſaid before. | 

WHEN all paſs, and no- body ons Spas 
dille, the Cards that are left muſt be exa- 
mind; and it be nor in the Stock, i: . mult - 

wer * 


| pays them three a- piece. 
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de in ſome . In this Caſe, he who hogs 


it, and did not own it, incurs a Beaſte, and 


the Deal is not to be played, becauſe the 
Cards were ſee. 


THis is all that can be aid of this fort 
of Ombre, which is ſeldom play'd for . 
becauſe indeed it * the Game. N 

* 


RU et ne eee 
f Gaſcaril le. 


TT HIS is a new way of playing at On- 
1 Ke, and is ſeldom Practiſed but where 
people play for Trifles. Fhe Method of it 
as thus: When all tiave:paſs'd, one Perſon 
gcclares: to 1play Gaſearilles then that perſom Wn 


lays:out! writs Cards, and after having taken 


in, and examined his Game, he names the 


Trump of that Suit in Which he is the 


ſtrongeſt, B > 


Sous rings he who, plays Gefewille lays 
but all nine; and obere, it that heis obliged 


IE er leaſt er. „ d 8 
i 


ns his Bame, he is to receive 
* a- piece for Gaſcarille; if he loſes it, * 


H pays, or receives, for ee, * at 


/ the other: Games of Omnbre. 
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Of the WHIM. : 


'H I'S is another odd Way of playing at 
Ombre, and ſeems to be invented for 
Variety-ſake ; it is thus: 
- WreN all have. paſs d, one declares to 
play the him; that Perſon is to turn up the 
* Top-Card of the Stock, and whatever Suit 
| that happens to be of, is his Trump, and he 
is obliged to abide by 1 it. | 
TrxEN he difcards, and takes in what 
Number he pleaſes, and the Card turn d up 
ö muſt be one of them. 
-TygePerſon who plays thus, if hs Wins 
this: Game, receives nothing for playing the 
 Whins, nor pays any Thing if he loſes it. 
"He pays, or receives, for Matadores, as at 
the other Games of Ombre. 


Wa Ombre 85 ed Us Tb. 


0 BR E may: he play'd 1 * 
| by Twoz bur it is a Way of Play that 
has very little in it to diyert: Nevertheleſs it 
is ſometimes play d for want of a chird — | 
N On: 
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on When the OT don't know how to 
diſpoſe of -themiclves. It may be of ſome : 
4 to teach Beginners how to diſcard and 
lay the Cards. 

IT is play'd exactly in the ſame manner 
with the other Ombre. > 


; FIRST you muſt take an intire Suit out 
rok che Pack, either Diamonds or Hearts, it is in- 
different which; then there will remain thirty. 
0 
Tou are t0 deal eight Cards a- piece, be- 
ginning with three and three, and laſt of all 
| Wvich two a- piece; when this is done, there 


will remain twelve in the Stock, out of which 
the Ombre is to take as many as he pleaſes, - * 
the other may take the reſt. 
Wren the Trump is named, you are paid 
| for Matadores, and lay down fot your Paſſes 
here as you do at Ombre with three, and in 
every reſpect it is juſt the ſame. 0 
THE Ombre is to win five Tricks to gain 
the Stake: When the Tricks are divided by 
four a- piece, it is a Remiſe; if he who de- 
fends wins hive Tricks, he wins Codille. 


244464044466 443..64 
of Ombre Hlajed by Five: 3 5 


0 4 BRE play d by Five is very en⸗ * 
tertaining when tis play d as it Won 
j be: It is different fr Im Ombre by Three, in 

Ji 1 many 
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many Thing and ſomethink it more enter 
e becauſe it does not require ſo much 
Attention. The Manner eee it, is 


as follows: | 
'FIRST you are to ſettle the Deal in the 


ſame manner as at Ombre by Three; then 
every one Stakes: down a Fiſn: The Dealer 
is to give eight Cards a- piece, dealing them 
firſt by three and three, and then by two 
a- piece; By this you will find there can be no 
Diſcard, becauſe the Cards are dealt out. 
WIEN the Cards are dealt, every one 
9 in his turn, che eldeſt Hand firſt, and 


Tuer ask leave arthe Game, in the fame 

manner as at Ombre by Three; and tho there 
are no Cards left to take in, the Term San 
1 which we ſhall cxphaity pre- 
ſent | 
* 175 the four firſt 2 the youngeſt Hand | 
3 W his Game be never ſo 


Tas: Ombre is oblige&toiwin fire Tricks, 
otherwiſe he is beafted. 

Tuus when the Cards: are dealt, and 
one upon his Examination finds he has a good 
Game, he asks leave, the reſt paſs; then he 
names the Trump, and calls in a King to 


I his Aſſiſtance: The Perſon who has the King 


© inthis Hand whiliche calls upon, is 10 aſi | 
F him yo àa Partner. 
Ir 
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- Ie betwixt them both they can male up 
five Tricks, the Ombre wins; then he takes 
two Fiſh, , and the Auxiliary King takes 
6 70H ß, é et 54: BU 13h £5 DH; 050 

Ir the Number of Fiſh to be taken up 
fhould be even, they are to be equally divi- 
ded betwixt them. ' © + its, 


Ir they win but three Tricks, it is a Re | 
own two, and 


miſe ;; then the Ombre is to lay d 
the Auxiliary King one. | 


I they win but three Tricks, they lole 
Codille; in which caſe the three Defendants 


are to take up a Fiſh each. 


Os sk ve, that the youngeſt Hand, who 


(as I ſaid before) is obliged to play when the 
reſt have paſt, may call in a King to his 
aſſiſtance. | SANTO 


- He who has a Game ſtrong enough to I 
play Sans prendre, may name his Trump after 


thoſe who are elder in play have ſpoke. 


To play . Sans-prendre is to play fingle, 
without calling ina King to your aſſiſtance. 
Hz who plays Sant prendre, mult alone 


£ 


win five Tricks, or be heated; and obſerve, 
15 other four are all to zoin againſt 


— 


— 


=o he who plays Sans prendre wins, he is 3 
to receive three Counters from each of the 
others, for playing Sant prendre; if he loſes, 
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he pays them as much. 
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50 | The C: meter. | 
255 r he has th ree Amden he is to receive 
| three a- Piece from each of the! other Game- 
ſters; but if hei ſhouid have ſive, fix, or ſe- 
he is to be 8 0 for no more 1 
turee- 52 5 
1 3 that: ROY Sono 18 bealled 
when he does not get his ſive Tricks, tho 
the reſtiof the Tricks ſhould be ſo divided 
that none of his Oppoſites ſhould win more 
than two; and it is the ſame when the 
 Ombre plays With the -Aſliange - of a 
King. ie 
WEN the Ombie- ie "AI 
all that lies upon the Table, let there 
be ever ſo many Beaſtes and he js to re- 
ccive aFiſh from each of. che others or the 


"| Ir. has beat ſaid before, that a you 
"_ ro play, every one 1 to lay down a 
L - + Fiſh,- which in all makes five Fiſhes; be who 
= is Ombre the firſt time is to draw but two, 
and leave three fox the laſt Stake. 
© An D When 1 faid before that the On 
bre who plays with the Aſſiſtance of a King, 
was to draw two Fiſh, and the King one, 
it was ſuppoting they played for the laſt Stake; 


13 
» * 


= pieve: . a 


? dants win Codille, and there are four or five 
ro be take up, they muſt firſt rake 
| OL C 
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if for the firſt, they” are to draw but one 


OBSERVE, * e PAN Defen- 


% 


one a- piece, then he of the three 


after this there ſhould remain another, he of 


the! other two'who has rhe 2 . Tramp ſhall 


take it. 
AND becauſe this Game is is very quick, 


and a great deal of Money may be loſt; in 


Companies that are not diſpoſed to play for 
much Money, they lay afide their Fiſh, and 


only uſe their Counters, and lay down two 
er ttiree Counters for à Stake ur as They 


"Agree. 


King; is ie | firſt time; and the 


fendants win Codille, they are to dra dne Wo 
A pircæ; yet che Ge win his Partner 

wall be * oe in trop That is, dne 4. 
piece, which ſhallibe added to the two that 
| remain, and be e for at once, the next — 


Deal. . 


Sis. B, 


fendants ſhall pay him a Fiſh a 


they play with Fiſh; if not, ten Counters, 


unleſs they otherwiſe agree: And in the caſe 
of a Vole, if the number of Stakes to be 
drawn is unequal, the Auxillaty King ſhall 
have the Benefit of the odd one; but in all 
eaſes except that of | A Pale; the wa Þ one 
e te e i N05 | | 


Of cane: Fr i 


the ſtrongeſt Trump takes up mnorher.” If 


"WEEN / the - Ombre Wich his Auxiliar „ bo 


ban e who! plays wht be 4 
aſſiſtance of 4 King, wins rhe Hole, the on i 
ece, 1 ; 
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1 2 vl may be e without 
any Hazard at this Game, for he chat fails, 
ancu'? no Penalty. 

THE Opynbre is always beaſted as 1 as 
- he ſhould take up if he were to win; except 
* the caſe of the Coditle, which we hinted be- 
WE: 5; 

MATADORES are not paid unleſs they 
are three, nor then if they are not in one 
Hand: If rhe Owdre has them, he is only to 
be 'paid for them, and the King his Ally re· 
ceives nothing. 

Ox the contrary, if the King has them, 
he is only to be paid, and the Ombre i is to re- 
ceive no part of the Profit. 

AND by the ſame Rule 15 who has the 
he when they loſe the Game, pays 
the Defendant, and his Partner i is to bear no 
ſhare in that Loſs. ; 

Tux moſt entertaining Part of this 
Game is, when the King who is called for 
aſſiſtance, does not diſcoyer himſelf ; this ſo 
puzzles the Ombre, that frequently be favours 
another for his own King: his Miſtake ſome- 
times is not diſcover'd till the End of the 
Deal, which proves a great Diverſion where 
people are not much concerned for the Stakes 
they play for. 

HE that has theKing called upon, when- 
ever he is to lead, ſhould play Trumps; and 
the W is, chat the ROE being ae 

c 


Fi 


_ 
— 
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- "Of O ; 
d4d into five Hands, they can have but few 
piece, and he is to preſume that the Oxbre- 
has the moſt: this is held the beſt way of fa- 
vouring the Omubre, who When his Adverſary's. 
Trumps are all out, may make his Kings 
I 
HE that renounces, is beaſted: | 
Ix the Cards are dealt wrong, they, miſt: 
be dealt over again, but it is no Penalty. 
Tuts is all that concerns the Game off 
Oinbre by ſive; if any Difficulty or Diſpute 
ſhould ariſe, you are to obſerve the ſame Rules 
that are obſerved. at Ombre hy three. 

_AND. you muſt cake notice that the Rules: - 
of Ombre are the ſame, whetherir be Ombre by 
five or by two, or Eſpadille Force, only with: 
theſe Differences that we have explained; ſo, 
that the following Table will ſerve for all. 
I Ca oblyfay, that by theſe Directions. 
any Perſon. may learn to play, bur-1 cannot 8 
promiſethem that they ſhall play well, for that: 

muſt depend upon Genius and Expexiencę. SO 
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751 K Vol may be AG withont 
any Hazard at this Game, for he that fails, 
eus no Penaltx. 

THE Opnbre is always beaſted as 5 as 
he ſhould take up if he were to win, except 
* the caſe of che Codille, which we hinted be- 
©, LOFTS RATE 

MATADORES are not paid unlefß they 
are three, nor then if they are not in one 
Hand: If the Ombre has them, he is only to 
be paid for them, and the King his Ally re- 


ceives nothing. 


- ON the contrary, if the King has them, 
he is only ro be paid, and the Ombre i is to re- 
ceixe no part of the Profit. 

Anp by the ſame Rule Fort who has the 
Ae ee, when they loſe the Game, pays 
the Defendant, and his Bartuer! is to bear no 
ſhare in that Loſs. 

THE moſt entertaining Part of this 


Same is, when the King who is called for 


affiftance, does not diſcover himſelf; this ſo 
puzzles the Ombre, that frequently be favours 
_- another for his own King: his Miſtake ſome- 
times is not diſcover 4 5 till the End of the 
Deal, which proves a great Diverſion where 
becpie are not much concerned for the Stakes 
N play for. 

HE that has the 7 called upon, hen - 
ever he is to lead, ſhould play Trumps; and 
the +0 is, char. the TONE being 1 * 
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ded into five Hands, they can have but few: 
a. piece, and he is to preſume that the Opbre- 


has the moſt : this is held the beſt way of fa- 


vouring the Ombre, who When his Adverfary's: 
Trumps are all out, may make his K. 
f A Rd Se 
HE that-renounces, is beaſfted: 
be dealt over again, but it is no Penalty. 
Tuts is all that concerns the Game off 
Ombre by five ; if any Difficulty or Diſpute 
ſhould ariſe; you are to obſerve the ſame Rules 


< 


that are obſerved, at Ombre hy three. 


: AND.you muſt take notice that the Rules: | 
of Ombre are the ſame, whetherit be Owbre by 


fire or by two, or Eſpadille Force, only with: 


theſe Differences that we have explained; ſo, . 


that the following Table will ſerve for all. 
I Cat. oblyfay, that by theſe Directions 
any Perſon may learn to play, but I cannot 


promiſe them that they ſhall play well, for that: 
muſt depend upon Genius and Experience. 
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AT ABLE of the Tirms Melia 
to the Game of Ons RE, 


S011... 21Þp! Togo 10'the Bottoms. 


4 K * HAT 18, when he FEY takes in 
T next tothe Ombre, takes ſo many 
* * * Cards, that de does. not leave five 
10 Him who 1 Is to take in Laſt. 


2 A The Baſto. 9 
1s the Ace of Clubs, which is always the 
| third. Trump, in Len Ln you 


Plays | 
75 3. Te Coditle, 

"mY 15 N one of thoſe that gefend the 
Game e Ombre wins the Stake. 


4. To name the Triomp, | 
| 1 8 1 the Ombre ſays, I play i in Hearts, 
: Diamonds, _ or Clubs, 


5. The Diſcard, „ 

1 1 n E the Cards laid out, which are always 
x © be weed at 5 of the MI 
E 6. ow 


- 
Py” * — —— 2 — 3 Pu 8 
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| Rey Sp adille or Eſpadille, 06 
Is the Ace of: Spades, which is always the 
| firſt Trump, in whatever Suit we play. 


7. Eſpadille Force or Forced Eſpadille, 
15 when it is agreed before you begin, 
that he who has Spadille, hall be e o 
play, if the reſt will not. 


„ force the Ombre, 5 
Is, when he that plays before the On- 
. plays a high Trump, in order to force 

the Ombre to 1 a higher to win It, 


er - 9. The, Gano, | | 
I. as wack 25 to ſay. Pals is, or leave | 
| it to me. | 


RY 8 | 
Is not only the Name of the Game, 
but alſo the Perſon who names the Trump 
and plays; kor the Stake is called the Ons 


* 


1 


3 II. Manilte, 1 

Is ; cicher the Duce in Black, or the Ses 
ven - in Rees and is es the : ſecond = 
Wa 4 ie 
12. Maradores; g) 150090 Ie NY 

| Tux three- principal. Trumps are ſo 1 
call d, Which are >, Spadille, Meth _— 


: . 4 AM 
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. Matadores Single, 
3 n are to be paid ſingle; for 
E when you are to be paid | ut one 
Counter for each. 


Ai "iſ Matadores Na. 5 
Iss When * to ran two. 2 wpicce for 
Matedors 


1 No 8 4 : I's 2 Fal mae N 
* wo Matadores Without the third, Are 0 
walled, Guts are never paid. 


* 16. punto, 3 

OM the Ace of Hearts, when Hearts are 
Lt Frumps; and the Ace of. Diamonds, when 
Diamonds are Trumps. 


| 1 gans · prendre, | 
23 i "Ib to oper. without n or talin 8 


1 18. e Single. PTY 
Ils when you are to receive but three Coun- 
ders, for Playing Sans-prendre... 1 
gi Sans-prendre:Dauble,, ? 
18 ew you Wee to > PAY, SIX orm 
5 „ 3 
420; 8 


TY aan the Ombreis Bealtd, and nobody | 
Vins 15 
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21. Remiſe b des: 
Pe- when the Ombre is Beaſted by your Wine 
"ms three Tricks a- piece. a 


22. 7˙ Renounce, 3 
18 ben you don't follow Suit, and ; 
lome of that Suit in your Hand. 


. x44 
ba, 


2 3 Jo male Aadeumn dr 1 
1s when in diſcarding, you lay out an en- 
tire Suit, to be able to Trump a King. 


24. Repueſta, Repoſte, 
= 8 the ſame thing as Reiſe. 


'25 Go The Stock,” 1 af 
- Art the Cards that are left, which out _ 
take in after, and Diſcard others. a 


26. The Tours, 


Ak the Number of Deals you agree to 


play! but remember that a Paſs, ora on 5 
is not t reckoned for a Tur. ar 


r Oe 
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Lare telwing's 
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I... "ST Trump, and has 2 at che Sah 
5 he ropk i one of. 8 | 
* © It fo 2 . 

| A 1 A * 


I 1 ure two. Deſendams Mod fpcal botk 
I ther, and one name ne, and the 7 — 
Enother Suit; you muſt play in chat Sui 
which was named by him who fi is upon the 
- ight<and of the ORs. Thy 


| Wu E N the Ombre forgets to Name his 
Trump, or Names one Suit for another by 
Miſtake, he may take in his Diſcard again, 
provided the Cards he took in from the 
Sback are not mix d n the reſt of his 2 7 


a” 


: Sale: Obes e Cade, hl 4B 
2 the others, and Names A nn ad I, 


* 


re them it is good. yo RS TX SR 


Tas Ombre — be very y ena naming 5 


. | ” 3" + : 5 4 
'Yo u are not obliged to play a a | 


upon a ſmall. Trump, and may Renews 1 
have not an © 9 ne ar HN 


riour, if you. have no other e 10 ler 2 
{0 it. 5 


vw? bs c # = 


10 ou cannot Revonnce with any we 5 
in your Hang, _ the ieee Ae 


* 
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WY. Superibur A does not force an an fo 
I, unleſs ir ch e 
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15 | m4: - 

Mu. 4 T AD © b E 8 are not 10 58 paid „ 
Unleſs, they are in the Hands 0 thei o.. 
. XI. 1 


* YEA 
o 


A W 


Fun -cannot Jenni to be ey for Mats- 
| THY or Sans. n 9 8 the ahh are Cut 
for the next Deal. eee e 
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5 HERE 184585 wpreicioddor the Beaſt 
and it-may be taken while che next Deal is 


| Paying os 
TIE 1 XII. 23 
1 Tür Cards muſt be dealt no way bur v 
3 chree and treat” 7-7. 
= . 3 XV. | 
_ -.: one of the black Aces be ed up 
0 wang dene a be a new: 2 is 
1 * the Card ren be Gy thing bur a blk | 
3 nnd the 8285 is WS. K ; 
t 6 11 3111 IL 23 
"3B Würrur R hs Dealer, or 0 turns 
Z che Card, it is the fame e TN 
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Irx a great many "oY are turned up in 
1 dealing, en muſt by Na , | 4. 
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enger play... I N 26-1 ted; ad 1 


997 or too W e mer y Af 


e eee his eight Caids, 11 he < Wiſes | I 
notice. 4 


XIX. ten 2191 flo 30 fig 
HE chat has but We dealt to him, 


* * 
Fg a 47 — . FS ” * G1 4 tl YE Wit, 


i & Fa I 
58 15 Gill {ERLt & 4 725 
Hz 5 fs; eight or ten Cards dealt to 


him, may play; if he * that he has 
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b 7 i 1 


. "FE: „ br gi Ht Tf 
HE that's 7 i ten Cards in E _ 

is not n unleſs he has ſo many, after 1 

bat 1 Vai e e e 
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Hz that has ten 8 et may play 8 1 J | 
prendre if he did not deal; but one of the o- ü 
thers is to draw a Card our of 5 ud — 
hazard, . RVVmTrTwFrFrnßxßx 

VV 

* cis has but eight Cards, may play Þ} 
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zurt-Gameſter. 


25 XXIV. . 

Ir one of the Players turns up à Card of 
the Stock, and looks at it, he cannot play, 
but the others may. 


* 


I, he that has a ſure Game, and plays 
San prendre, ſhews his Game without naming 
his Trump, he may take-up the Stake. 
x who names his Trump, without firſt 
| . having asked leave, is obliged ro play San. 
prendre, let his Game be ever ſo bad. 


Ir the youngeſt Hand names his Trump 
without asking leave, he is not obliged to 
play Sans prendre, if the others have paſſed. 


IF. any Cards remain after all have taken 
in, he who left them may fee them; and if 
be does, the other may. N 


1 „„ | SE 
Ik any. of the others ſhould look at the 
Cards left, when he who lett them did not, 
beiis beaſffed. Sas 


AY 


| HE 


upon the Table; but if they are all taken in, 
he muſt draw as many 'as hne Wane from 
| mong the Diſcard. 3 


not obliged to play 4 e 


WOE bor tis reckoned bad . 
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H E | thati in n, in his Cards, ſhould ak 
more than he laid out, is not heaſted, if he has 4 
not looked on them, oor he i is obliged to o put = 
them back. — 


XXXI. 


Ir he has mix d them with the reſt 8 
Cards without ſeeing them, one of the others 
ſhall draw out of his Cards at hazard, as ma 
uy as he took above 3 | 285 


nnr 
Hz ks cakes leſs Han bh | Nowmber, may = 
take the reſt at any time- while. the Stock 3 is 


a Y 
Hx that has none 4 BY Suit Ig: leads, > 


DT NE | 
v6 the Ombre ſces a Card in either * 


w other's — he * e him . 
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FT 


K . one ** the Liberty of- examining 
another s Trick, to ſee what is out. 


we the Pack 4 An... 2 55 

17 ack, be and it is „ 

Playing, the Deal Soes for SOUS, 
XXVII. 


17 HO the Pack be ih x the Deal be 
- $9.9 our, I, is ebe 


A + Te . N 
H * bat | Rengunces ** ne. A 


XL. by Bf > 
_ Wrpx any one has renounced, . every 
ene is to take back his own Cards, and it is 
to be play'd over again, provided * Cards 
are not play d out. 


2 


3 
8 EVER AL Beaſtes made i in one Deal, may 
de * off the next. 
| F XIII. 


. | WHEN there are feveral Beaſtes upon the 
Board, the higheſt Beafte i is * off firſt, 
| alter che firſt Stake. i 

HE 


; ” 
; F 
. 
« — „ — A. . [ 8 
. is A 
* 
ON BR "= 1 
* * 80 
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IG at. 
HE that can win four Ta without al 
uy Gans, W not to call. it. 


XIAlv. 1. WE 
Tur Ombre i is never to all Gm 1 
1 


Tus Ombre ought not to give EY Wich- 
out playing the Cards, let his * be ever 


"0 bad. 


3 XI VI. 


"% H EN the IM mark Aifferently either N 
for their Stakes, or Palles, all are obliged to ³ 
mark equal with the higheſt ; and the * = 
muſt be accordipgly. Set _ 
Oey Wor FONG „ 3 
7 Hz Tg gains a Vole, wins twice a8 much _—_ 
as lies upon the Board, if there be but one | 


Beaſte. e N ? 


XL VIII. 


Ir there i are many Beaſtes upon the Board, 
he takes all, and 1 is to be paid! no more. 


XIIX. 


17 here a are à great many Beaſtes, [wah - 


by Conn or becauſe they were made in k 
| G 3 _ * .,_ 00, 


Tx 


one Deal, are put together, he that wins the 
* ſhall be my as much TELE 55 


A 
LAY 
* - * 
L. n 
We. 


T H E Vale 3 is ee 4 FRO one 28 
won his five Tricks, he plays down ber 
| Gard. l 7 8 

- Ir he Who undertakes the Vole does not 

win it, the two others are to 141 beewix 
.hem what tes upon the Board. 


LII. 

8 wh EN © the vile 14 1 the two 
Þ tat defend it may look in &ch gcher 8 Hands, 
Bo. the bekter to aifappoint ir,” 


' 2 Ak 1 144 7 S 1 


III. 4 k : 3 * ws 1a 


Ix he who andqrrakes His Vole 4 tin 3 
endre, Or has Matadayes; he is to be paid 
555 them if he BY us ; Beaſte, 11 N does not 


A. 


win the e 22 
uv. . 
MY coal. wo; is not mark'd for 2 Tour. 
nom onEiog Wort: It; 


; Warn A Numb of 2 tr is 8 ry 
be play'd, he that wWill not play to ie end, 


1 We to pay all that's 225 R 


N 
+. Fo F 
WE 


ere oe K*. 


. * * * a EVI. 7 RB 

Hr that diſcard and . in before his 
Turn, is Beaſted, 1 what he takes i in, is mix 1 
wich 'his Game. 


Tus. have 1 giren all the Laws reist 
to Ombre, yet cannot © conclude this Arti- 
cle, without transſcribing from Mr. Popkꝰs 
Rape of the Lock, the beautiful Deſcription 
he has given, of the Manner of playing 
this ae in the following: a. Lines. 


- 1 * 


Belinda! now, whom Thirtt of Fame i invites,. 
Burns to encounter Two adventrous Knights br x rel 
At Ombre, ſingly to decide their Doom, 

And ſwells her Breaſt with Conqueſts yet to comes 
Strait the Three Bands prepare in Arms to join; 55 1 45 
Each Band the Number of the ſacred Nine. 

Soon as ſhe ſpreads her Hand, thi ame 2] 55 85 3 [ 

Deſcend, and fit on 28 important Card: e og ny PR: 1 

Firſt Ariel pereh'd upon a Matadore, 5 3-56 waice!. 
Then each, „ pond off N 

a For Slphs, yet mindful uf hoi antient "A IL 18 g S 7 : 

a, „ n, een aufe, 


e en e BEHOLD 
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| TR, 
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BEHO LD, "RE Kings la Majeſty . 
With hoary Whickets, anda forky Peard : 
And four Hair Yueens, whoſe Hands atem A Flower, : 

| "Th expreſſive Emblem of their ſofter Pow'r ; | f 

| * Four Knaves i in Garb ſuccinct, A truſty Band, 555 8 
| Cape on their Heads, and Halberds i in their Hand * | 
And party-colour'd' Troops; a ſhining'Train,, 
W 


| THE Alle Nymph reviews her Foce with care j: 
* Let Spades be Trumps ſhe faid and Trumps they weres. | 

"Now movb tb War te fable Matatterer; * 
m ſhow like Leaders ofthe OPM Moor n 
ou fir; unconquerable Lord ! 


ed off two Captive Trumps, and fwept the I | 
4 * many more E to mow” be 
eee rea 
| - Gain'd but one Trump, and one F/ebeiaft Card.. 
ö 1 Vi With his broad Sabre nent, a Chief in Nen. 
| Tho hoary Majeſty of Spider nge | | 
3 | "Ps forth ons bahn both 6e Abr rea 
— Kobe omen. ih 8 


The Rebel- Raue, who dares his Prince engage; 
Proves the 0 Vidim ofhis Royal Rage. 

Ev'n (mighty Pow, chat Kings and Queens: 0 een, 
And mow'd down Armies 3 in che Fights of bs, 

Sad Chance of War! ! now, deſtitute of Aid, 


Falls undiſtinguih' by the Vidar Spade ; 


THUS fir bock Armies to Belinda „ 
New to the Baroh, Fate inclines the Field, 
His warlike Amazon ber Hoſt invades, 
Th impetial Conſort of the Crown of Spades Te 
The Club's black Tyrant firſt her Vicki Jy. 
spite of his haught) y Neia, and bb rode. b 
What boots che Regal Cliele on his Head. 
Vis Giant Lixabs, in State onweildly fprad; ; 


That long behind he trails his pompous N | 


And, of all Monarchs, ol ee Globe. 


THE — an n nd; pours.apace p * 
Thi embroider'd King who fhows but half his Face, 


And his refulgent [I war FO, 
ot broken e an Wy" 25 


6 oy 2 " | 
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THE Kndve of Ditinindr tries his wily Arts: 
And wins (0 ſhameful Chance!) the | Queen , 
At this, che Blood the Virgin s Checks forſook, | | 
A livid Paleneſs ſpreads oer all her Look ; 5 
She ſees and trembles at th approaching Nl. 
Juſt in-the Jaws of Ruio, and Cad.. 
And now, (as oft in ſome diſtemper'd State) 
On one nice Trick depend the genral Fate 3 N 
An Ace of Hearts ſteps forth : The King unſeen 
Turk d in her Hand, and mourn'd bis captive aun 
He ſprings to Vengeance with an eager Pace, 

And falls like Thunder on the proftrs ere 
The Nymph exulting, fills with Shouts the Sky: 


a 


The Walls, the Woods, and long Canals F reply. 
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Ak Ea pack of Gards, as 
l our all the Duces, Threes, A 
Fives, and Sixes; and you are td 
play with the reſt, which. will | 
Mm II amount to'thirty two, _ 
 "OTurzRWIsE you may buy packs > = 
Picquet-Cards from the Makers, which con- 0 p 4 Ki 
in no more than what are uſed. _* 

AFTER you have ſettled what you play | _ 
fas, vou are to agree how much ſhall make 
up; for this is in the Choice of the Games 2 
ſters : The common Way of playing it, is 4 ä 
Hundred up; and this ſeems to be the beſt 
Game, becauſe a e generally wins 
the Game. 

"THE next ching you are to do, is, to try 
who is to Deal; for you muſt. ofthe, that 
at this Game the Dealer has a great Di- 

8 85 advantage 98 _ 


| I 72 e 
1 advantage: You are each of you to cut the 


i the Dealer. 
A MAN may cut as many, or 2s Jo 
Cards. as he pleaſes, provided i it is more chan 
one; but one Card is no. Cut. 
| AND if by Accident it ſhould happen, 
that in cutting, ſome of.the Cards ſhould 
drop out of your Hand, and ſome remain, 
(which often falls out thro haſte) you muſt 
take no Notice of the Cards that fall, but the 
| Cut muſt be decided by that Card Which re- 
mains in your Hand with the reſt. 
N reckoning up your Point, every Card 
ds reckorn'd for as much as it dears; as Ten 
for Ten, Nine for Nine, and ſo down to the 
Seven, which is the loweſt, except an Ace, 
Which! is always reckon'd for Ten. 
You muſt obſerve alſo, that alt Court 
8 C: rds are reckon'd for Eleven. Fe 
Abd when 15 come to play the Cards, 
= PE Value is in the fame Degree; as, the 
Ace wins ihe King, the King the Gen the 
5 5 the 88 the Knave the Ten, and 
own. .-_. 
WHEN the D deal is decided, the Dealer! 18 
g ſnuffle the Cards, and offer them 1 ro the 
8 er to be cut. 

Fe Ie in cutting he hould ſcaner, or any 
ays di place the Cards, ee are to be. 
0 and cut again, e = 

e 


. Cards; te who Toy: the: ſmalleſt: Dare: is 


" gg 2 e 
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Ix the Perſon who does not deal has =» 
mind to ſhuffle the Cards, he may; but the 
Dealer is to give them the laſt Shufflfe. 
IHE Dealer may diſtribute the Cards, by WM 
four, by three, or by two at a time, as he ple. 8 
ſes, till he has dealt twelve a · piece; but he 
muſt always go through the Deal to the end, 
with the ſame Number as he begins 
_ Bur becauſe this changeable Way of dea- 
ling ſometimes may give Offence, the Cards 
are generally dealt at this Game by two and 
two; and it ſeems beſt ſo. 1 
WHEN the Dealer has done, he is to lay 
the Stock juſt in the middle; when they 
come to examine their Game, if one of 
them ſhould find that he has not one Court- 
Card in his Hand, he is to declare that ge 
has Carte-blanche : then he is to tell how WM 
many Cards he will lay out, and deſire the 
other to diſcard, that he may ſhew him his 


- 
* 


1 
. 
1 
13 


Game. i ol ao Ons 
.. WaEN the other has diſcarded, he who 
has Carte-blanche, is to ſhew his Game upon 
the Table, that the other may be ſatisfied itis WM 
ſoz then he istoreckon ten for his Carte-blancbe, 
| and to diſcard, in order to play his Game- 
but he muſt lay out the ſame Number of Cards 
J 8 
IHE Carte- blanche is the firſt thing rec. 
koned, and therefore prevents a Pieque and 
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_ .WHEM each has his Number of Cards, 
that. is, twelve, there remain eight, which 
(as I ſaid before) are to be laid in the middle; 
then he who is to play firſt may take five, 
which is a great Advantage, and leave but 
| three to the Dealer. 65 
Bur he is not obliged to take five, for 
that is to be at his Choice, or according to 
the Diſpoſition of his Game; he may take in 
but two, three, or four, obſerving to diſcard 
Juſt the ſame Number. 

WHEN he takes leſs than five, he may ſee 
the "gh of. them, and lay them again. upon the 
Sto N 


Tux the other may take all that is leſt, | 


"or whar Number of them he pleaſes, obſer- 
ving to diſcard as many; he may alſo look 


on the Cards he leaves, and the other may 


likewiſe ſee them, if he declares firſt what 
Card he will lead. 

Bur take notice, that he is obliged to 
lead the Card he names. 

"AND ifby miſtake, or otherwiſe, he ſhould 
promiſe to lead a Card of a Suit which he had 
not in his Hand, he is obliged to play what 
Card the other ſhall appoint him. 

OBSERVE, that both the Dealer and he 
that leads, are obliged to diſcard at leaſt one, 
let their Games be ever ſo good. 

"AFTER both have diſcarded and taken 


by, the eldeſt Hand is to examine What Suit 
. | he 


* 
8 
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— N D *, * EY 1 * * * 
ICUUET. 7 


he has moſt Cards of; then he is to reckon how 

many Points he has in that Suit, and ask the 
other if ſo many are good: if the other cannot 
reckon as many in that, or any other Suit, he 


tells one forevery ten. One Example will make. 
this plain. TE oo 
Ix the eldeſt Hand has Ace, King, Queen, 
and Knave of any Suit, he asks, Are forty one 
good ? (We told you before that an Ace Was 
oounted for eleven, and every Court - Card for 
ten.) If the other cannot reckon up as many, 
he is to tell four for them'; fo if he had fifty, 
he is to tell five, if fixty, ſix, and fo 
on. ns ns 
Bur ſuppoſe thirty five in either Hand“ 
ſhould, be good, he who has them is to reckon ll 
as much as for forty, that is to ſay, four; i 
and the ſame for any Number berwixr> 
thirty five, and forty; but for any Num 
ber. lefs than five, . nothing is reckoned: a? 
for forty one, forty two, forty three, -or* i 
forty four, you reckor but four; ſo that by* - 
this you ſee there is as much reckoned fox 
thirty five. as for forty four: © the Rule is the * BY 
ſame in all Numbers tWixt fifty, . 


— 


r 2 OO OY 
HE who reckons moſt-in this manner, is 4 
faid to win the Point; when rhe Point is 
over, each is to examine what Cards he hass 
in his Hand of the ſame Suit, wich are 
Sequents: theſe are called, either Tierce, M 


fn \ 


_ 
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Quartes, Nuintes, Sinſſemes, 8 eptiemes, Or Huiti- 


emes, according to their Number and Value. 
THESE, Terms may ſound Aa little like 


conjuring,, to Perſons that. don't underſtand: 


them; but they are only the Fench Terms, 


| which we make uſe of, becauſe we have not 
 Exghiſh whereby to expreſs the ſame thing in 


one Word. 


FI Rs T, a Tierce i is when three Cards follow. 


one another i in Degrees of Value, as Ace, 


King, Queen; and are worth three: if you. 
add a Knave to. theſe, it is called a Juarte, 
and is worth four; add 2 Ten, and it is called 
a Quinte; a Nine, "and i It is called a Sixfi eme; 

6 Seven, and it is called a Septieme; an Eight, 


and it 1s: called a Huitieme. 
TRE Word Tierce is from rote, three ; ; 


Duart, from Quatre, four; Quint, or. Duinze, 
E- 1 teen: tho bya 1 Pronunciation 
Vo call it Kent; Sixſieme, | from Seize,. ſixteen; 


and the Word Sixſieme, is the ſixteenth ; 


Seprieme, from Sept, ſeven. ; 3. Huitieme, from, 


> 8 , 
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* 
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E ER * re is 3 3 points, | 
. the ors four, he Zane mern ine. 


MH Sixſieme is worth ſixteen, the Septieme ſeven- 


teen; the Haitieme eighteen: ſo that the Sig- 
nifcation of the Terms inſtruct you What 


= theſe 3 are ee when you Wet them. 


. * 1 * 
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vou muſt obſerve, that theſe Seq nente of 
Cards muſt be of the ſame Suit, otherwiſt © 
they are of no Value. 
THESE Therces, Owartes, Dnintes, &c. 
are diſtinguiſhed*in Dignity by the Cards 
they begin from; as for Example, Ace, 
King, and Queen are called Tierce Major , 
King, Queen and Knave, are called Tierce 
to 4 King; ſo Knave, Ten and Nine, ate 
called Tierce to a Niave; ſo every Quart, 
Quint, or Sixſieme, that begins from an Ace, 
is called Quart, Quint, Or Sixfieme Major . 
when they begin from another Card, they are 
ne from that Card. 

OBSERMRE that he who 155 the beſt Tierce: 

Quart, Quint, & that is, that which takes 
its Deſcent from the beſt Card, tho' he has but 
one, and the other has many inferiour, the beſt _ 
ſhall ſet all the others aſide, and render them 
of no Value. | „ 

80 if one Perſon has a Reis or Duart. 
Mufor, and two or three inferiour ones, the. 
Tierce Major ſhall make all the ſmall ones 
good. 
_ For Example, if ent Aer A 7; erce Me: 
jor; and a Tierce of a Knave, and another, 
to A Ten in his Hand, and the other has a 
Tierce to a Queen; he who has the Tierce 
Major ſhall! reckon not only that, but the 
d ſmall ones Alle, and he Tieree to a 


De" 
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Queen in the other Hand is worth no- 


80 a. Quart in one Hand. ſets aſide a- 
Tierce in another; and ſo of others, the high- 
eſt renders the loweſt good for nothing; and 
ne that has a Sixſieme in his Hand that is good, 

may reckon. Tierces, or Quarts; and it the 
other has a Quint at the ſame time, it is ſet 
JJ N 

AN D ſo it is of Sept iemet, Huitiemes, &c. 
when you have one of theſe good in your 
Hand, it gives a Value to all the reſt. 

WIEN theſe are all told, you are to ex- 
amine how many Aces, Kings, Queens, 
Knaves, or Tens, you have in your Hand; 
but no Number leſs than three of any of 
theſe are good for any thing, but three of a- 
ny of theſe are worth fhree: As for the Nines, 
Eights and Sevens, you are allowed nothing 
for them. „ 
 .. OBSERVE, that the Cards are in the ſame 
Degree of Value here, is in every other Part 
of the Game; that is to fay, the Aces are 
| beſt, then the Kings, theQueens, the Knaves, 
eee of allthe Tens. © 1 
. . IF. one has in his Hand three Aces, three 

Knaves, and three Tens, and the other three 
Kings; he who has the Aces, ſhall tell all his 
Threes, and the Kings are good for nothing: 
thus, among Cards as well as Men, the 
Great ſtill overcome the Small. 1 


—_— 
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Jueens, four Knaves, or four Tens, reckons . 
fourteen for them : And this. is called a Qua- 
torze, that is, provided they are good. | 

Fou Aces muſt be always good, the reſt : 
are good bur as it happens; four Tens mult ; 


de good, if other has. not four. of any mY ; 5 


als. 
I rx there are four Knaves, or: ber. in one 


Hand, three Aces or Kings, Cc. are not to bee 


told in another Hand.. 
Tus when you havexeckaned all your 5 


Gamie that i is to be told in Hand; he whoſe 
Right is to play firſt, begins to play down: 
and every Card he plays down, above the De- 
gree of a Nine, he tells one for; bur for a 

Nine, and fo downwards, he ean reckon nos -- 


H chat has, four Aces, or Kings, four | 


"Ute yur en BHI T7 On eee —_ IE 
* 


2 " | 
v2, vr . ˙ EE Ines 


thing; then the higheſt Card of a Suit always 1 


wins the Trick. 


Ix two Cards of different Suits are play a. 3 4 
that which leads wins the. Trick, tho? the- 5 AH 


firſt was but a Seven, and the laſt. an Ace. 
Ir is not the Perſon that wins the Me 


chat always reckons · for it, and in ſome Caſes 23 1 
both reckon one for the ſame —_ I ſhall- 


ex * this Matter. 


r the Perſon who! leads, plays 2 tenth 
Card, he reckons one for it às ſoon as he 
plays it down; if the other plays another 


Card that $ MN he Wins it, and alſo 
i: f r _ 
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. reckons one; thus they both reckon forthe 


fame Trick. 

IF the Leader plays an Eight, or Seven, 
he reckons nothing, and if the-Follower ſhou!d 
win it with a Nine, he reckons nothing; for 
as I ſaid before, no Card under a Ten can 


count at this Game: Nevertheleſs that Trick 


"ſerves towards winning of the Cards. 


- Bur. obſerve, that the: Follower, that is, 
he who plays laſt, never reckons for his Card 
unleſs he wins the Trick. 


= AND obſerve too, that there is one Excep- 


tion to a Rule I laid down before, and that 
18, that he who wins the laſt Trick reckons 


one for it, tho' it be won with a Nine, Eight, 


or Seven; if it be won: with a Ten, or up- 


Wards, he reckons two for it. 


WHEN the Cards are play d out, each is 


| to count his Tricks; and he that has moſt, is 


to reckon Ten for winning the Cards: If they 
have Tricks alike, nn is: to een 17 


thing. 


— 


Wurm the Deal 18 nithed; nn 18 to 


mark up what he got by the: Beal, and ſo 


at the end of every Deal, Ul the Game 18 


finiſhed. 


WEN fhe Game is-at an and, you are to 
eur again for the Deal, if you play on; i 48d | 
io en Game . play... 


WERE | Your: 


SOME TIMES. it is agreed to play a certain. 
Number of Games, and to Deal eee 
to che end of thoſe Games. . 


& * & *. & & 4. * K * * AEK R Nx * 
An Example. 


HE N it happens that both parties are 
within a few Points of being up, the. 
Carte-blanche is the, firſt thing that reckons. 
I there be no Carte-blanche, the: Point is. 
the firſt thing. 
TAE ſecond ching is the. Scquents; as ite 
cs, Quarts, Quints, &. The next to thoſe 


07 Picsvz z ' ie. 


to be-reckoned, are the Threes or .Qzatorzes , 


—.— Aces, Or four Knaves, or Tenz, 
Ane OL de 


As bot inlance, if bockr Parties fibuld; 


be ninety five of the Game, and one has in 
his Hand forty five or fifty for point, which: 
we will ſuppoſe to be ; and the other +, 
Quint, Or a Quatorxe 0 Aces, he who has the 
Point wing the Game; ere , 29 1 ſaid before, | 
it is to be reckoned 
the ſame Preference aceording. to cheir . 
as iS already ſhewn,, | 
\IF,one be ninety. nine of the Game, be- 
fore he plays down the firſt Card, he plays it up 
852 de a tenth Card, tho he loks the Trick. 
ry W154 
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Ix the parties are ninety nine each when 
they are to play down. the Leader muſt win 
the Game, if he plays a tenth Card; becauſe 
he tells as ſoon as he. plays down, the Other 
cannot, till after the · rick is won. 
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Of the Repicque: | 


H: E mat without playing down, thar 1 is; 
; in Carte-blanche, Points, Quints, Qlator xen 
&c. can reckon up thirty 3 in Hand, when the 
other has reckoned nothing, reckons ninety 
for them; and this is-eall'd a R?picque. 

Ir he can make upabove thirty in Hand, he 
© reckons as much above ninety, as, if he bas 
1 ons two, thirty three, or thirty four; he 


reckons ninety ae ninety W nincty 
four '2 Gg. > 


f | £464-664:2.4. 2&8: 42464 


BT of the Picque. | 


— * : 
ry 


95 E tha can make up Thirty, part in "RY 
tO 


and part by Play, before the other has 
any thing, reckons them forfixty ,, and 
Ow? is ae a W ee 


4 — —ͤ— 'ä.— — 5 
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4rT muſt be obſerved here, that when he 
makes his Thirty, if he ſhould by Miſtake 
omit ſaying Sixty, and reckon only Thirty, 
and ſo go on with thirty one, thirty two, 
and then playing the Cards out ſo, he ſhould 
afterwards recollect his Error, and reckon 
thirty more for the Picque ; he 4s not to loſe. 
the Benefit of his Pique. 
Bu T is he has ted up his Coma and 
. the Cards are cut and diſtributing for the Deal 
following, it is too late to recall, and his 
Game muſt ſtand as it is marked. 


E the Oe” 


IE who wins all the Tric inſtead of. 
reckoning ten, which is his Right for 


winning the Cards. reckons forty ; Ang a, 1 if 


is called a Capot. 


T Shoutd have obſerved before, tha I 


whenever the Points, the Teirces, Quartes, Or 
Luints, are equal in both Hands, neither is to 
reckon any Ws for them; tho at other 
Games an 


the firſt. in Pie. or thy Aden Hand. 


* 
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vantage in this Caſe is BOY o = 
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CN gere ce 
Of the nee which- luppen at 'this 


Game, and 'the Penalti er wht < 
attend. them. 


* IRS T, ff the Dealer 1 Wld cr 
otherwiſe, ſhould give a Card too many, 


Hand, either taplay the Game, or make him 
Deal again. 7 

I.,x the eldeſt, having thirteen Cards dealt 
3 him, reſolves: to play, (you muſt obſerve, 
| there can be but feven Cards in the Stock, 
if the Dealer has his twelve) in this Caſe be 
Vo lay out Ave Cards, and take in but 

our. 

Ir he plays When he has but eleven Cards 
. he muſt lay out a Card leſs than what 
he takes in. 

An d the Dealer is to do the ſame; if eleven 
or thirteen Cards light into his Hand; but tis 
oniy in the Choice of the elde to play, Or 
make him Deal again. 

I x one ſhould have fiftecp, or but nine 
Cards dealt him, which may happen when 
* e Dealer does not think of what he is do- 
= - bs; ; in this _ the Cards muſt be dealt 
3 : BE OE again, 


or to few; it is at the Election of the eldeſt 


Re . 1 ST 


eas i. oi 
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again," and neicher- have n £07 hinder 15 5 ; 
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- He that has a bee Point, Quinta, 7 
ore .Puatorzery in-his Hand, and plays down. 


a Card before he remembers to Name them 


loſes'the Benefit of them; and ſo he does of 
every ching chat is to be told in agar ae 
he does not name them eee Plays 
dow] n 419 34 | 103. 7411 
Ir one party names his point and the 
other allows it to be good; if he does noet 
remember to ſhew it before he plays down 4 
a Card, it is good for nothing to him, and . 
he-maſtinot reckon. ir. th | 
So if he ſhould. name Therces; PR ok 
Duints, and not ſhew them before he plans 
2 he loſes the Advantage of reckoning, { 4 
them ELLE 
On the other Hand, when this he appent,,, 
the Dealer ſhall tell his Points, FE 12 
_ Fuarts, or Quint, &c. tho they are not = 
{o good as the others. — 
Bur he muſt likewiſe thew hed before: ©. 
he plays down to the Leader's Card, other= 3 
wiſe he loſes the Right of reckoning them, 9 _ 
well as the other. - 5 
HE that has Threes, or 2 of Age} . 
Kings, Queens, BDAY, or Tens, is not 
obliged to -ſhew them. 
Ir one ſhould count a Three, or Quatarzce, 


which he has not in his Hand, tho he laid 1 


1 it 
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it out by miſtake, or other wiſe; if the other 
finds i it out at any time before the Cards are 
Cut for the next Deal, he cuts him off from 
all he reckoned, and he is to count nothing 

_ he gor by that Deal. 

I the eldeſt ſhould count three Aces when | 
he laid out one of them, and the other three 
Kings, or any thing elſe; be fhall count 
his three Kings, tho he does not diſcover the 
1 falſe reckoning till the end of the 
Deat: © --. 

OBSERV E, that tho' he who reckons falſe, 
can count nothing by the Deal; yet what he 
has in his Hand = hinder the other, and 
{ave a Picque, or a Repicque. 

As for Example, he who counts three Aces 
falſe, and has a Quint Major in his Hand; 
tho he cannot count for i it, ir cuts the other 
off from counting any inferior Quit, Quart, 
or Nerce. | 

H that takes in a Card more than he lays 
out, incurs the lame Penang; and counis no- 
ching. oe 

Bur be har. takes in a Card leſs than he 

boys, out, may count his Game. 

+ HE that has a Card. leſs than his Num- 
bert muſt play Card for Card with the other, 
as long as his Cards laſt. | 

WHEN one has twelve Cards, and the 
other but ten; if he who has the twelve 


._ Cards, ſhould win ten Tricks . 
then 
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then he has two Cards left in his Hand, 
- which we'll ſuppoſe to be the King of Spades, 
and any ſmall Card of another Suit; the other 
has but one Card, which we'll ſuppoſe; to- 
be the Ace of Spades : if the firſt plays his 
fmall Card, the other muſt play the Ace of 
Spades to it. Thus he ſuffers a Capot for want 
of another Card; and this ſeems juſt, becauſe 
it was his own Fault that he wanted a 
OT: 55 .. ono 29. 432601 ea 
WN a: Card is once play'd out of the: 
Hand, it cannot be taken up again, unleſs ir 
de in the Caſe of a Renaunce; then. if by mi- 
take one ſhould throw down a Card of a dif- 
ferent suit when he has one of the ſame in his. 
land, he may take it up again, and play 
down the other, f el 
I F'the Leader fhould play a King, and the- 
other having the Ace of the ſame Suit in his 
Hand, ſhould in ſurprize play a ſmall Card 
of the ſame ſort, he cannot 1ecall it, but maſt. 
be content to loſe: the Tric. 
I one Perſon has three Aces in his Hand. 
and by Negligence ſhould count three Kings 
— of his Aces, he counts nothing that? 
1 | the ) 027-47 RG 
PRO VIDE D he does not recollect his Wiſ—- 
take before he plays down his firſt Card; if ůæ 
does, in all the aforementioned Caſes he ſaves 
the Penalty, N i 
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Ir, when the Deal is half play'd out, one 
. che Parties, expecting to win no more 
Tricks, : ſhould throw up the Cards, and mix 
- them with the reſt ; if after he repents and 
Would take his Cards up again, he is not al- 
lowed: But if they are not mixed/with the reſt, 

i 3 them up in, and play out * 
: WHEN the Cards are play d gut. except 
two or three on one Side, and one ſuppoſing 

- th&orher's Cards to be better than his, Would 
throw them down; but after finding himſelf 
miſtalcen, he-takes his Cards up again, he 
mall be obliged to play Which of the three 
Cards the other directs him. Ty 
I. is not allowed in any caſe to diſcard 
| Twice: As for Example; 

HE who takes in firſt, lan out Four 
Cards; of conſequence he is to take in but 
four: if by the outſide, or any other Means, 
4 he ſhould know the fifth to be a good Card, 
and offer to lay out another in order to take it 
In, the other muſt not allow him 10 do 


55 Aub the Rule is the ſame in v reſpect of the | 
Dealer: If he does not take all the Cards 
that axe left him, after he has once diſcarded 
And taken in, he can diſcard no more, 
tho' he has not looked on the Cards he takes 
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Nor is it allowed before n.. tos 
look to examine the Cards you are to take 
in, even.on the outſide, leſt they ſhould.. be - ; 
known by their Backs. 

HE: that takes in firſt, ſhould always tell 
how many he leaves, if he does not take in : 
all his five; that / the other mar, diſcard . AC=- 
cordingly. 

HE that takes in a Card too many, and 
perceives it before he looks on them, may 
turn it back again. 5 

UNLESS he mixes them wich4he reſt of- 
his Game; in which caſe he loſes the . 
Profit of that Deal, and reckons nothing, as 
is obſerv'd before, 

I one takes the Cards to deal. when i it is + 

not his turn, and ſhould Deal them all out, 

and if.the other has examin'd his Cards, pro- 

vided he that Dealt by Miſtake has not lk d 
on his Cards alſo; he may. throw 1 o ; 
be dealt by the other. = 
I the Perſon who is to ſpeak firſt; ſhould i- I 
ſhew. a Point, Or a Tierce, Quart, or Quin &C. 
ora Three, Or. Quatorxe of any thing, which 
the other ſhould allow to be good; if after 
this he ſhould find he was miſtaken, and that 
he has a better of that ſort than the Eldeſt 
ſhew d, he may count it afterwards: And he 
ſuffers nothing by this Miſtake, provided. there. - 2 
be not a Card a down. "i 


THE 
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Tu Carte-blanche, as we told you before, 
is always firſt told, and muſt be ſhewed upon 
the Table, whether it be in the Hands of the 
= ee or of the other: 7 
Hk that has nothing in his Hand but the 
Carte-blanche, faves a Picque, or a Repicque. 
Ix you ſhould have in your Hand three 
Aces, three Kings, three 2 three 
Knaves, or three Tens, and in diſcarding lay 
out one of either of theſe, you are to count 
but three: then the other may ask you 
which Ace, which King, ec. you laid out, 
and you are obliged to tell him; and if he 
freoquires it, you muſt ſhew him which you 
Y A N 
I ir ſhould happen that the Pack ſhould 
bde falſe; (as ſometimes there may be two 
Cards of a ſort) when it is found our, that 
Deal goes for nothing, but if you have play d 
ſeveral Deals before with the ſame Pack they 
aæare all good. e 2 
F _ TF the Pack ſhould be found falſe the very 
EE firſt Deal you play, you muſt adjuſt the Pack, 
and begin again; but you are not to cut a- 
gain for Deal, for the firſt Cutting ſtands 
MW fern y Gameſter is to lay his Diſcard near 
ghimſelf, which he has the Liberty of looking 
on as often as he pleaſes, ' 
x that Cuts the Cards is not to look at 
the bottom; if he ſhould, forgetting, * 
= | e 
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he was about, hey muſt be ſhuffled and cut: 
again... 

WuEN the Cards are cut neatly, that is 15 
without ſcattering or di r and neither 
have ſeen the Bottom; if the Dealer by ſome 
outward Mark ſhould kn 


cut again, he ought not to conſent; and ow 
Cafe is the ſame if he that cuts ſhould ha 
to know it to be a good Card torthe Deale 227 8 


for the Cards are never to be cut twice, but IF 


in the Caſes before mention'd. 
WHOEVER is found taking a Card i in, 
that he had laid out before, loſes the Game. 
WEN, by Miſtake, one has taken a Card: 
in more than he had laid out, and to avoid 
the Penalty, which is, of reckoning nothing, 
that Deal, he ſhould attempt ſecretly to lay. ' 
it out again, he is to loſe the Game. 
Trn1s Game is always played with Lur- 
ches, unleſs it be firſt agreed on to the con- 
trary; that is, when the Loſer can't make up 


fifty, before the other wins the Game, he is I 
to pay him double. If they play for a Guinea 1 


a a Game, he that's lurch'd loſes rwo. 
| Bee 
Of the POOL. 


1H E Pool is another way of playing Pics j 


guet, only invented for Society.; it is in 
or 
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ow it to be a bad 
Card for him, and ſhould defire the other to 
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every way played the ſame with the other 
Game; but it is a Contrivance to bring ina. 
third. As for Example: 
THREE Perſons are to cut, he who Cuts . 
the highelt Gard ſtands out the firſt Game, 
for it is held an Advantage to be out firſt. 
Then the others are to cat for Deal, as is 
before directed; if they. play for Guineas, 
they are to lay down a Guinea apiece, which 
makes three Guineas : then he who loſes the 
firſt Game lays down a Guinea more, and 
goes out, and then he who ſtood out before, 
fits down. If the firſt Gameſter bears him 
alſo, he ſweeps the Board, which is called 
Winning the Pool: and che Loler muſt lay. 
another Guinea to it. L 
Bur if he who won:the firſt Game: ** 
the ſecond; he pays his. Guinea, and makcs 
room for the other: Thus ir. goes round 
k ſometimes, till the Pool amounts to a * ; 
Sum. 
I ou muſt obſerve, the Pool isnever won, | 
till one Perſon wins two Games ſucceſſively. 
EE RT Perſon that loles. a Game, lays , 
"ord a Guinea to the Pool. 
WIEN any Perſon is lurched at chis Play, | 
he lays down one Guinea to the Pool, and pays | 
another to him who lurched him. 
Tits is all that can be ſaid upon the 
1 Game of Picquer, the Directions are ample 
* enough to inſtruct any Perſon i in the 1 5 | 
3 | $; 
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As to the Art of Playing well in order to 
win, which conſiſts chiefly in playing the 
OS, I think 1 it cannot be demonſtrated this 
4A „ { 

17 is a Science chat muſt be acquired. by 
practice, or by who are "wy 4 
expert in it. | 
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„Nh Directions how to Play it. 


= SHOULD rt ND as Rea | 
der, that this Game requires 
Conduct and Attention, andeven 
good Reaſoning; ſo that I believe- 7 
it is à juſt en, that A Fool never ” Hays. 4 
it well, 5 BE 
{ his one thing 67," M to it, and this - i 
is, that the Incidents and Turns are ſo many, . ? 
and fo various, that it will be found both de- 
_ hiful and entertaining, even where People 
on Which can kan be laid. © 


0 any other Ga . 1 
5 m. 4 
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ated; is a chequèred Board, half Black, 
_ and half white, painted like a Draught- 
Board, which may-.ferve for this Uſe upon 
Occaſion. inen 4 3G 140 4 n 
I . . 
3 TE Game is performed by two little Ar- 
mies drawn up in Order of Battle, oppo- 
fire to each other; each Army is commanded 


, F F... ˙·— og Een on TIT TRIS 
© 2 * : "2M 9 v N © 3 


| when you come to examine them cloſe, This 
© Ning is no more than a Piece of Stick, or Toory, as: 
_ are all under his Command, | 
Tux Officers (including the King) con- 
=p ſiſt of eight principal Perſons, who are ſized 
According to their Quality, and Have their 
Particular Titles and l ö 
Tux common ſort: confiſts of eight: Pi- 
bonceers, one ſtands before every Officer; 
theſe are called Pawns, and are but little of 
Stature. ; als 
T NR. TOR 
THE King is the firſt, and whenever he 
is Loſt, the Battle is at an End. 45 
5 . No? 
Tu Queen is next in Degree, who bears 
her Royal Husband Company in the War; 
ſhe does not only animate him with 3 
= OR. __ ** ruj; 


| 


-. Tax Theatre upon which the Game is 


1 . by a King, and ſeveral great Officers, tho 


wie cos 0 £©R_ 


„W a 4 A ©. 


* R * . - Gr N 3 * * 5 

* — 25 

, 7 » 

— * 

77 E 8 8. 5 & 
n 4 : YN 

a3. A 5 ) 8 

4 
7 


* 15 kewiſa defend bin when in 
Denker. and attack his Enemiee. Wh 
© 48 IX. 7 a 35 

THE two Rooks are next in Degree to 
the Queen. 1 
X. FS. 

THE two Knights are next to them, who. 
do great ſervice generally in the beginning 
of an Action, and are very furious for ſome 
time; but towards che End they are not ſo 
| ſerviceable. 125 | 

1 | 

THERE are two Biſhops likewiſe, (fot 
the Army mult not be without Chaplains) - 
which are of moſt ſervice towards the rn 
of an Action: Perhaps the Reader may think 
it is to aſſiſt the dying Men, but we ſhall. | 
give him to underſtand ee that they, x 
haye ſomething elſe to do. 4 

„„ c 35 

THESE in French are call'd les Fors, that 5 
is, Fools; but who it was that firſt tranſſazed 5 
that Word for Biſhops I can't tell © © 

„ e 

Tae next are the Pawns ; 1 ad they” 2 oY 
are no more than common Soldiers, yer when 
they are well commanded, they lometimgy — 
Fu great Actions. | 1 

3; TIE 

Tus Method of Drawing up _ this. little 
i is as tollows : The cight principal 

| Figures | 


* 


"SEX 4 . 5 N 
, * ; 


Fo IO as * * x 


| 


7 ˙ » ce. et WAA O A n OO OO NTT — 
4 Wy 7 Ti 5 5 * 3 - N r * 
. - = * 
Fl ; * ; 


A + © 


- — 3 n — — 
— * * 


; ' 25 

54 * 7 9 

* ; E 

C 4 : : 

WI hy LY 
$ QC | 


54 a. WW 
* 


3 
18 * 


urt· Gameſter. 


Figures are to be placed in tlie loweſt Rank 
of the Board, next to the Gameſter, in this 


manner; Firſt, the King upon the fourth 


Spot from the Corner, which is white ; his 
Queen is to be placed upon the black Spot 
N right Hand; the two Biſhops are to 
ſtand one next the King : the. ther next the 
Queen; the Knights upon the ſides of the 


Biſhops; and the two Rooks, one in each Cor- 


ner. The Pawns are placed juſt in the Rank 


before them, to ſerve as their Rampart: 


thus the Poor are only made uſe of to defend 
the Great. 5. ä l 

Le Se 

is HE biker Army muſt be drawir up on 
the oppoſite End of the Board in rhe ſame 
manner; and left they ſhould not be diſtin- 
guiſh'd when they come to be mix d, one 
W is always eloath d 1 in Black, the other | 


in Whi te. 
: XVI. 


THE King is very grave and wenn in his 
Pace, ſo that it may be ſaid, he moves with 
a great deal of Majeſty; his March is flow, 
and he only moves from one Chequerto ano- 
ther forward in a Line, or fi ide ways! in a a Line, 
or backward i . 

| XVII. | 
x, he meets with any Scout. of the Ene- 
my's in his way, he may take him Priſoner, 


and Flace himſelf where he ſtood; and when 
it 


Bun lo 
it is; . . to move again, he On gorback- 
Wards, ide ways, or retirę. H 191112 (al 
an 26 054 "XV HEd / a g 0 ny! 10 

Y ou. muſt obſerve; that che Gameſters 
_ move by turns, as they do at Draughts. 

YI oiag: 4 XIX. Mein 0 | 

So maintain, that the King map at his 
firſt Motion go over three — at! Once, 
either forwards, or ſideways, or take an indi- 
rect Jamp, as the Knight does, which ſhall be 
explained hereafter: But the Game is ſcarce 
ever play'd ſo, for theſe quick Motions dont 
ſcem conſiſtent with the Statelineſs of a King. 
The moſt he can do, as at is now play d, is, co 
paſs over one Chequer the firſt Motion; „ bur 
after that, he can only move from provar arr 
Chequer, in the manner before deſcrided:.. 

| XI. 

THE 3 Sc to the Ligkwnels | 
of her Sex, may paſs from one end of the 
Board to the other at one Movement, either 
in a Line forward, or in a Line ſide- 
ways, frovided the Paſſage be clear; and 
if any of the Enemy ſtand in her Way, 
ſhe may take him Priſoner, and ſtand in his MW 
place. By this you may ſee the Queen is MM 
her Royal Conſort's beſt Defence, and is» 
enen moſt forward to ner + 

TRE Biſhop bas a Motion hard 10 be de- | 
ſcribed pon Paper; it is neither direct, 
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forward, nor altogether fide-ways, but be- 
twixt both; it is an oblique Movement, he 
may either move from Chequer to Chequer, 
or run along a whole Row, according as he 
ſees his Advantage to ſnap an Enemy, 
** XXII. 
| ONK Biſhop ſtands upon a black Chequer 
the other upon a white; he who ſtands up- 
on the black, moves upon à black Row, 
and never touches the white; he that ſtands 
| upon White, never touches black. 
TV | 
Tux Knight has but one Way of moving, 
*® Which is a very odd one; for he jumps from 
black to white, and from white to black: In 
this Motion he jumps over one Chequer, not 
directly forward, but moves in the form of a 
. Demicircle; and if one of the Enemy ſhould 
ſtand next to him, he can (to ſhew his Agi- 
lity) jump over his Head. e 
AN Officer, or a Paun of the Enemy's, may 
danger; for cheſe being confn d to one 
way of moving, can hurt nothing but what 
lies directly wt ar Way. | 
ES e Tp 
Funk Knight (as is before obſerved) is of 
great uſe in the beginning of the Battle; for 
mg 


ow nn 2 „ 


Pn, . — r — —————_— 4 
Reer ON 


very often he makes a Paſſage through the 
_ - *Enemy's Army forces his way up to the 
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e- King, whom he attacks, and to whom he 
ic gives Cheque- Mate; but at the latter end f 
r, an Action, he has not the ſame Opportunities 
of exerciſing his Valour: therefore the bet 3 


Play is to employ him at firſt. 1525 

e XXVI. 3 
5 Givi NG. the King Cheque- Mate, 1s put= 
ting him in Danger; for it muſt be obſerv'd, Þ} 
„ that whenever the King's Perſon is in danger 


of being taken by the Enemy, out of Reſpedtzt 
to Royal Majeſty, notice muſt be given hi F 
by ſaying Cheque, that ſo he may eirher retire, # 


or cover himſelf with ſome of his Men; fort 


nM when he is taken, his Army is loſt, and there 
nis ancnd of the Game. 9 _ 
„ „„ % nn 
all Tr thoſe that put the Enemy's King into 


d this danger, ſhould omit ſaying Cheque ; they 
8 nor “ 
XXVIII. * +5 
TH E Motion of the Rooks is in a direddt 
Line every way; they can neither cross 
il the Chequers, as the Biſhops do, nor hop |} 
cl like the Knights: they may either move from 
[i Chequer to Chequer, or elſe as far as the Paſ> }F 
ſage is clear. If any of the Enemy ſtands in 
their way, to interrupt their March, the 
i may take him Priſoner, and ſtand in his Place, 
as all the others muſt when they take a Pri- 
ſoner, till the next Movement. They are 
placed one at one Corner, and tother at the 
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other Corner of the loweſt Row, in the ſame 
Rank with the other Commanders. Thus 
they defend the Flanks of the Army, and 
"guard the Quarters of the King and his Offi- 
cers ;- but they are ſeldom put upon Action 


generally do more Service than any, 


they | 

ICED INE Pacer -,- i: 

Tux eight Pazuns are. placed in the Rank 
before the Commanders, one before each 
Officer. At their firſt Movement they may, 
i it be thought neceſſary, paſs over two Che- 
quers, reckoning that they come from, for 


Wards: But if one of the Enemy ſhould ſtand 
next to one of them in an oblique manner, 
they may take him. And if, with the ha- 
Zard of his Life, any of them ſhould make 
his way up to the firſt Rank of the Enemy, 
he is immediately preferred, and made an 
Officer, and the Ring may prefer him to the 
Poſt of any Officer he has loſt. If the Queen 
herſelf had been taken Priſoner, ſhe mult be 
exchang'd for this Pawn. | 
at Cheſs, it is impoſſible to give a Direction; 
for that depends upon Fancy, or a Man's 
particular Delign at Play: and the Occur- 
| TE rences 


till after ſeveral Skirmiſhes and Repultes : 


one; after that, they can only move from | 
Chequer to Chequer in a direct Line for- 
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= _ As to the Method of playing your Men 
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rences that happen, and various Diſpoſition 
of the Enemy, will often force you to change 

c œ P TH ner 
XXXI. 


Tk great Error of thoſe that are not 
very perfect in this Game, is, That they are 
apt to play too open at the beginning of the 
Game, as if they apprehended no Danger 

8 while the Enemy's Army is at a diſtance: 

But they ſhould remember, that the Queen, a 

Biſhop, and a Rook, can take a Priſoner from 

one end of the Bord to the other, if he lies. 

uncovered. ak e 

140 D . 2 


Ar rx ſome Movements, you will fn 
it impoſſible to proceed without cxpolley = | 
your Men or Officers; therefore your good 
Players will give up an inferiour Officer, to 
take a ſuperiour from the Enemy. For Ex 
ample, you ſhould play your Knight 5 in the 
Jaws of a Rook, provided you had placed ano 
ther Officer in Ambuſcade to ſurprize him. 

\; EL LFC | +4 Ye 


p RD 4 4 11 OL IM 
Your beſt Players always endeavour to | 
get behind the Enemy, in order to attack the | 
King, and give him Cheque-Mate ; that ſo bx 
this means they may either take him, or block 

him up, and ſo win the Game. 

| XXXIV. | 

THERE are two Ways of Chequering the 
Ring: The firſt is a imple Cheque, when the 
"03 King 
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% 1 1 in eicher retire out of danger, or cover 
7 2 *himicif with an inferiour Man, or take that 


| E "os that cheques him. | 
| Tut ſecond is, when the King is ſo * 


N ee and overpowered, that he can neither 
move, nor defend himſelf, nor cover himſelf 
With another: This is called Cbeque- Mat In | 
"05 Cale the Game is loſt, ' + 

XXXVI. 
Tuts i al that can be Laid towards reach- 
BB. the Game at Cheſs; and you may ſee by 

; of this, that it requires Reaſon and good Con- 

ö 5 duct. It is an old Remark, That whoever is 

12 a good Player at Cheſs, cannot but make a 

BD 1 General of an Army, wherein there is 
© xoom for an infinite number of fine Strata- 

5 gems and Turns. It is very different from 

moſt other Games, which are tireſome and 
bo. ning, unleſs the Lucre of what you play 
r draws:your Intention. This may be an 

5 ment for Men of Senſe, who with- 
cut running the hazard of thoſe unhappy 
Ta Pens, which ſometimes attend high Play, 
may find an agreeable Amuſement, without 
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